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Introduction 


We have died ten thousand deaths, fallen off uncounted cliffs and rescued several 
hundred princesses to bring you this book. We have traveled deep into outer space, 
far under the Earth’s crust and all over the globe, just for you. We have driven 
offroad trucks and turbocharged rocket cars, horse-drawn carriages and nuclear- 
powered tanks to get here. We've ridden on birds, bubbles and flying carpets to 
escape our pursuers. 

We are so happy to have survived, and to present to you Ultimate Unauthorized 
Nintendo Game Strategies. 

Ultimate because we think you’ll find that the information presented here is 
more complete, better organized and presented than you'll find anywhere else. 

Unauthorized because you deserve an independent friend before you spend 
$40 or $50 for a sealed cardboard box wrapped in plastic. This book is not 
sponsored, endorsed or in any way approved or disapproved by Nintendo of 
America or any of the more than 30 companies whose products we have written 
about. That’s not to say that we haven’t been talking to each other; you'll find a 
wealth of inside information direct from the game counselors and developers of 
game paks. 

Game Strategies because we think that players of Nintendo Entertainment 
System games don’t want to be handed solutions to their games, We’ ve seen many 
magazines that pride themselves on giving you step-by-step instructions that just 
about walk the player from the opening title screen to the end of the game. Where 
is the fun in having someone else solve all of the problems for you? 

Instead, in our book we offer you strategies and different ways of looking at 
your games. Most of the sections will begin with a description of the game and its 
goal. You'll learn what is unusual—or the same—about the games, Where there 
is a bit of history behind a game pak, or the story line, we'll tell you about it. And 
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then we’ll take you into our own Ultimate Unauthorized version of the instruction 
manual for each game. 

You'll find lots of hints that aren’t in the manuals; you'll also find more than a 
few corrections of errors in the manuals. And, you'll also read about some of the 
hidden messages and notes within the games left by programmers—kind of like 
leaving your initials on a desk in school. 

We think you'll find that the organization of each section—the same for every 
title—will help you quickly learn new games or new strategies for old ones. You’ll 
find listings of the names and some of the abilities of enemies, friends and special 
weapons. And, for most games, we’ve included “Super Secrets!,” “I’ve Always 
Wanted to Know” and “Power Player Hints.” Some of these we’ve learned 
ourselves, others we’ve learned from many dedicated Nintendo game players we 
consulted and still others come from the game counselors at many of the manufac- 
turers. 

Also in this book you'll find previews of 25 of the hottest new games due to 
arrive at the end of 1989 and into 1990. We’ ve spent time with preproduction copies 
of games and early versions of manuals to learn about exciting new challenges 
coming your way. You’ ll also learn about the new Nintendo Game Boy portable 
player and seven of the special game paks coming for that device. 

Some of the games written about in this book were not quite finished when we 
looked at them, and there may be a few minor differences between what we saw 
and what you'll be able to buy in the stores. 

At the top of each game writeup you’ll find the following information: 


The best age group for this game. We do this for two reasons: to help you as 
aplayer choose games that you’ll enjoy, and to help parents select age-appropriate 
challenges. We worked with four general age ranges: 

Preschool/Young Children. From 3 or 4 years of age through 7 years old. 

Prime Time. From 5 years of age through 18. 

Prime Time Plus. From 5 years old to adults. 

Adult Play Time. Games that will be of primary interest to players from about 
age 17. 


In the book you'll find our estimate of age groups. This is not to say that some 
young players will not be interested in and quite capable at more advanced games; 
and also that some older players will not want to relax and play an easier game. 
There is fun to be had in nearly every Nintendo game on one level or another. 

We’ ve also included a Difficulty Rating. This was a tough one to assign. There 
are some games that 6-year-old William Sandler can zip through while his dad 
can’t get past the opening scene; there are some beginner’s games that dad enjoys 
playing just to relax. Here are the categories: 
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Novice. You’re new around here, aren’t you? This is a category where we expect 
to see a lot of growth in the coming years; right now, there are just a handful of 
games here, aimed at the very young. 

Apprentice. You're able to leap tall buildings on the second or third try; earn 
your wings and develop your skills with these entertainments. 

Hot Dog. What? 337 more Zizzer-Snagger Missiles? No problem! I’ve been 
there before . . . but, wait, wait . . . watch out? Aargh! 

Master of the Game. Turbo-powered games for supercharged players. 

Inhuman. Where does the computer end and the player begin? These are the 
toughest of the tough. 


An icon representing the game category. It wasn’t easy, but we’ ve divided the 
games into ten types: 


Aliens and Monsters. You’ll meet—and fight—all sorts of weird 
creatures here. Some of the games are silly and fun, like “Fester’s 
Quest.” Others are darker and more threatening like “MegaMan 2.” 
For those of you who want to invite the bogeyman into your home, 
there are games like “Friday the 13th.” 


Amazing Quests. Travel back in time to rescue Princess 
Scheherazade. Visit ancient Greece to battle the Gods of Olympus. Or 
venture deep into the strange world of wizards and warriors. 


Rider’s KITT or a monster truck or Ironman Stewart’s offroad dirt 


(oy Car Wars. Drive yourself crazy behind the wheel of the Knight 
buggy. 


i. Flying Feet. Kick, punch and slash your way to victory on the 
streets of New York, the jungles of southeast Asia or even thousands 
of years in the future on a space station. 


Fun Learning. Young children can learn to count with Emie, older 
players can challenge friends or the computer in a game of Othello or 
even examine your tarot card reading. 


Gym Bag. Take us out to the ballpark, the football stadium, the 
basketball court, the soccer field and even the sand and concrete pipes 
of the California beach. 


Just for Laughs. Of course, we’ ve got Mario and Luigi in here, but 
you'll also meet Master Higgins, Mappy and Mapico, Mickey and 
Minnie and DinoRiki. 
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Lost in the Maze. Exercise your mind and your fingers with classics 
like PacMan and new challenges like the fascinating Adventures of 
Lolo or the strange Bubble Bobble or the amazing Marble Madness. 


Shoot-em-ups. Fight the Battle of Midway with a P-38, pilot a 
E futuristic super-helicopter or wage guerilla warfare in southeast Asia, 
South America or even the streets of big city America. 
Strategies and Simulations. Play armchair general in detailed 
simulations of famous battles and campaigns including North Africa, 
ancient Japan and China. 


There’s also a section on many of the fabulous new joysticks and controllers 
now available, devices that let you turbocharge or slow-mo your play, control 
without wires and even play without anything in your hand at all. 


WE WANT TO HEAR FROM YOU! 


Have you discovered more Ultimate tips you’d like to share with other players? 

Join our panel of Ultimate Players and help us prepare the next books in our 
series. Send tips, comments and information about yourself including name, age, 
address and telephone number to: 


Ultimate Players Panel 
WORD ASSOCIATION, INC. 
P.O. Box 6093 

Holliston, MA 01746 


And don’t miss the Ultimate Players Newsletter offer at the back of this book! 


PRRF 


INSIDER’S 
GUIDE TO 
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GAMES 
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Air Fortress™ 


Age: 5 to Adult 
Difficulty: Hot Dog-Inhuman 


This one starts out slowly and builds and builds and builds. We finally ran 
screaming from the room in frustration; that lasted about 30 seconds, and then we 
came back and played a bunch more. We’re awfully glad that we didn’t have to 
keep feeding quarters into an arcade machine, because we kept on trying and trying 


and trying. 
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Air Fortress is at heart an arcade shoot-em-up set in a strange outerspace world, 
but it also offers players enough time to make strategic decisions as they approach 
the very different challenges in each of the various levels. We spent a bunch of 
time trying to master a preproduction copy of this game. 

The minimal story line is this: the planet Farmel feels threatened by the residents 
of eight huge space fortresses which are on a collision course for their galaxy. All 
other defensive efforts have failed, and thus they have dispatched their one 
super-hero, with the curious name of Hal Bailman, in hopes he can defeat the 
enemy. 

Each level of the game is split into two parts: first comes the approach to the 
Air Fortress, which takes place on an outerspace Air Base, and then there is the 
assault inside the fortress itself. If you make it past the enemies outside, you will 
be able to enter the air lock into an Air Fortress; there you will travel through a 
maze of creatures and interesting challenges until you come to the Central Reactor, 
your final goal. The first Air Fortress is fairly simple, but later ones have more 
complex mazes, surprises and traps. 

And then just when you thought it was safe to come out of the rocket, you’ll 
have to fight your way back out. All the way, in reverse. 

You’ve got more different types of creatures to battle in Air Fortress than most 
other games; you’ve got more unusual sound effects; you’ve got a musical sound 
track with many variations, and you’ ve got some very interesting changes of pace. 
After you blast through one of the Central Reactors the room gets quiet and almost 
dark. Jump into one of the later transporter tubes and you’re traveling through a 
constellation of lights. Some fights take place at lightning-quick pace; others are 
almost like an underwater ballet. 

The graphics are stunning and clever, although we kept wondering why Hal, 
sitting in his rocket sled, looked like a Space Puppy. Check it out and tell us if 
we're wrong. 

Will it help you to learn that the chief game counselor at Hal America says it 
took him “forever” to get deep into this game? It sure made us feel a lot better. 


MANUFACTURER: Hal America/(503) 644-3009 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
Arrows. Move Hal Bailman up, down, left or right. Inside the Air Fortress there 
is some micro-gravity; if you let go of the control pad, Hal Bailman will float 
downwards. 
“A” BUTTON. Fires Light Blaster bullets. 
“B” BUTTON. Fires Crash Beam Bullets, 


NUMBER OF WORLDS: 8 Air Bases, 8 Fortresses 
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NUMBER OF LEVELS 
There are many, many scenes leading up to each fortress and within each one. 
Later fortresses have more complex mazes. 


NUMBER OF LIVES 
~ 3. Lives are lost when Hal Bailman is struck by an enemy or his weapon. You 
can also lose a life if your Energy level reaches 0. 


SCORING POINTS 
This is a quest game, with winning defined as making it all the way to the end. 
The game does keep track of the amount of energy available and the number of 
Crash Beam Bullets remaining. 


SECRET WEAPONS 
Your hero is equipped with an unlimited supply of Light Blaster Bullets. 
You start the game without any of the more powerful Crash Beam Bullets. 
You’ll be able to gather them outside of the Air Fortress as you approach each 
level; fly through one of the circled Bs on the screen to add to your arsenal. 
Make sure you do so, because you really can never have enough inside the 
fortress. 


POWER-UPS 

Energy. Look for circled Es on the Air Base and Air Fortress to boost energy 
levels. Some just float in space; others are revealed when an attacker or 
obstacle is destroyed. 

Beams. Circled Bs, available on the Base and in the Fortress. 

Function Items. Look for the + marks on the Air Base. They will clear the 
screen of attackers when you fly through one. 

Barrier Items. Found only on the Air Base, they make Hal Bailman invincible 
for a short time. 


| ALWAYS WANTED TO KNOW 

After I destroy the power plant in Fortress 3, my sled is nowhere to be found. I 
end up sitting there until time runs out. Everything has to be somewhere. In this 
case, you’ve got to go out of the room and back the way you came. Head to the 
right and up a chute to find your sled. And then boogie out of there before the 
fortress blows! 

By the way, when you get to the fourth fortress, the route back to your sled 
is even more complicated—you’ll need to take three elevator rides (up one, 
down two and up one floor). 


SUPER SECRET! 
Ride those elevators. You can recover energy there as you rest. 
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This is a pattern game. The attackers will always be in the same places in the 
outside and fortresses of each level. 


HOW TO ADVANCE TO THE NEXT WORLD 
You have to destroy the Central Reactor, found deep within the Air Fortress. 
Shoot into the middle of the reactor; once you hit it, get out of the fortress in a 
real hurry or it will take you with it when it blows. See Power Player Hints for 
more advice. 


DANGER! 

When you are inside the Air Fortress, you need to keep an eye on your Energy 
consumption. There is a gravitational field here, so every movement will tire 
you and your equipment a bit; stopping to rest from time to time will restore 
some of the power. Every shot you make with your two types of bullets will 
also draw down your energy reserves. 

Therefore, you should try to store up as much energy as you can before you 
enter an Air Fortress. Grab the E circles for boosts. 


POWER PLAYER HINTS 
Oh, for a super joystick! Turbo-fire is great for some battles, and slow-motion 
isa wonderful way through the toughest crunches. Of course, purists won’t want 
to allow either of these special effects in a real tournament. 

Save your bombs; use them only when you need them. 

The fastest way to get through one of the Central Reactors is to shoot it with 
a Crash Beam Bullet. You may need more than one. (You did save a few for 
this purpose, right?) If you are caught without any Crash Beams, you may be 
able to blast through using a whole bunch of Light Blaster Beams. 

Not all of the enemies will actually try to fight you head-to-head. Some of 
them will floatby harmlessly above you or below you, while some willrun away 
if you charge at them. You'll have to practice to find out how the different 
creatures will behave. 

Try shooting at the rotating windows on the Air Base. They’ll require a 
number of hits before they disintegrate, but some will leave a B or E circle when 
they depart. Collect those bombs and energy pills; you’ll need them in the 
Fortress part of the game. 

In the Air Base segment of the game, the power position is usually to hold 
your player against the left edge of the screen at the top or bottom. This gives 
you extra warning of the approach of attackers. You can zoom forward from 
time to time to scoot past attackers, but be careful not to bump into the asteroids 
and space stations. 

You may find it impossible to get past one or another particular creature; one 
solution here is to sacrifice a life. When your player comes back, he will be 
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invincible for a short period of time and you may be able to scoot past whatever 
was knocking you out before. 


USING PASSWORDS 
Each time you end a game, Air Fortress will display a password. Write it down 
if you are going to be tuming off the power to the game; it will allow you to 
re-enter Air Fortress at that point some other time. 
If you want to continue your game immediately, just press Start and select 
Continue. 


POWER ZOOMING 

The key to learning this game is practice, practice, practice. Use the continue 
function to get further and further into the Air Fortress. 

If you’re stymied in the first fortress and would like a peek at the battle outside 
the second one, use this password: ISTA. 

The further into the game you go, the more energy and bullets you will need. 
It’s suicidal to enter later Air Fortresses without hundreds and hundreds of 
energy units. 

This game, like most shoot-em-ups, benefits greatly from the use of a 
joystick, especially one with a turbo-fire option. 


Airwolf™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


Airwolf is a helicopter simulation game with arcade excitement and a touch of an 
adventure story line. You are Stringfellow Hawke, the ace pilot of the ultra-high 
technology supersonic Airwolf jetcopter, and you have been called back out of 
retirement to rescue prisoners of war in secret camps. 

One of the interesting things about this game is its point of view. You are the 
pilot, and what you see is the view from inside the cockpit. If your helicopter turns 
to the left, the view out the windscreen rotates to the left; if you point the nose of 
the Airwolf up, the horizon takes a dip down. You'll also see a full display of 
instruments, gauges, message boards and radar maps to help you on your assign- 
ment. This is a different sort of view than you’ll see in another helicopter game 
from Acclaim, “Tiger-Heli.” In that game, although you are also the pilot, the view 
you see is from above and behind the helicopter. 

The helicopter has just about everything you’d want for your mission. Airwolf 
includes a computerized satellite tracking system to locate enemies and good guys 
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and a weapons guidance system to control missiles and machine guns. It also has 
fly-by-night controls and Doppler Sensors to spot enemy aircraft. The computers 
will automatically jam enemy radar when it can. Your weapons are a 30-mm 
machine gun and a stock of heat-seeking Copperhead missiles. 

Airwolf is loosely based on the television series of the same name; if you were 
a fan of the show you’ ll recognize your briefing officer, Michael Coldsmith Briggs 
I and sidekick Santini. There are 20 missions to be flown in this game, with many, 
many ways of accomplishing your goals. 

The manual is very well prepared, typical of other Acclaim games. The game 
also includes a demonstration mode; just plug in the cartridge and turn on the 
power, but don’t press any of the control pad keys. 


MANUFACTURER: = Acclaim/(516) 624-9300 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
Arrows. Use the up and down arrows to pitch the helicopter up or down. Use 
the left or right arrows to turn the helicopter, watching the map display in the 
cockpit to choose your direction. Remember to use just enough left or right 
rudder to turn in the right direction; if you hold down one of the arrows you 
will end up making a full circle. 
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“A” BUTTON. Fires machine guns. 

“B” BUTTON. Fires heat-seeking missiles. 
Start. Increases speed. 

Select. Decreases speed. 


NUMBER OF MISSIONS: 20 
NUMBER OF LIVES: 3 


SPECIAL CONTROLS 
Flying a helicopter is very different from planes, trains and automobiles. Here, 
for example, is one critical special maneuver for the Airwolf helicopter: 
Landing. Steer yourself to a landing zone using the left and right Arrows. 
As you begin to descend, you should tap the up arrow gently to slow you down 
so you won’t crash. 


HOW TO RESCUE THE PRISONERS 
It sounds so simple: Just land at a Prisoner Site. Of course, it’s more difficult 
than that. 

First of all, you’ve got to fly your helicopter to where they are, all the time 
dodging enemy aircraft and missiles. 

Keep an eye on the map display, and look for the symbol of a man. Fly your 
helicopter so that the Airwolf Indicator is on top of the Prisoner Site symbol. 
Your helicopter will begin to descend; remember to tap the up arrow to avoid 
acrash landing. The prisoners will run to your helicopter. 


SCORING POINTS 
Your goal, of course, is to rescue prisoners. You also score points by destroying 
the enemy: 


Flying Missiles. 100 points 
Ground Missiles. 200 points 
Enemy Planes. 200 points 
Rescuing Prisoners. 1,000 points 
Control Towers. 2,000 points 


The game will record the top 10 scores for any session; you can enter your 
name onto the screen for a formal listing. The names will be erased, though, 
when the power is turned off to the cartridge. 


SECRET WEAPONS 
The key to playing this game is to watch the map display very carefully. You’ll 
see a small red arrow that is called the Airwolf Indicator. Based on a spy 
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satellite’s tracking radar, this shows the position of your helicopter. You’llneed 
to maneuver your aircraft so that the indicator is on top of one of your targets. 
Here they are, with the symbol you will be looking for: 


Enemy Airfields. A picture of an airport control tower. 

Prisoner Sites. A picture of a man with his arms up in the air. 

Refueling Stations. The symbol is a barrel of fuel. Land there and a crew will 
refill your gas tanks, repair any damage and give you 15 more missiles. 


You must stay within the borders of the map display until you have rescued 
all of the prisoners in a particular level. If you stray, the enemy will use a strange 
device that will stall your helicopter in midair; if it happens, turn your plane 
around quickly and press the Start button to accelerate back into the mission 
area. 

Your Airwolf is equipped with two offensive weapons: 


30-mm Machine Guns 
Heat-seeking Copperhead Missiles 


To Refuel, Repair or Replenish Missiles, land at a Refueling Station 
Screen. 


SUPER SECRET! 
Go for the control towers. When you knock one out (try shooting the beacon on 
top) the enemy won’t be able to launch planes from that airfield, making your 
assignment a little easier. 


HOW TO ADVANCE TO THE NEXT WORLD 


You have to rescue all of the prisoners in the current level. 


POWER PLAYER HINTS 
Knock out those enemy airfield control towers! They can’t send any more planes 
at you from any field where the tower is down. 
There’s a golden plane in there near mission 5. It’s worth an extra life. 
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Cybernoid™ 


Age: 5 to Adult 
Difficulty: Master of the Game-Inhuman 


Phew. We’ ve just finished playing a couple dozen rounds of Cybernoid, and we’re 
ready for a week’s rest in a very quiet padded room. This is one tough space arcade 
game that requires learning some interesting strategies and skills you won’t need 
for many other less challenging games. 

Just to give you a bit of a chance, the programmers of Cybernoid let you choose 
a starting difficulty level between “Easy,” “Hard” and “Lethal.” (We’re not sure 
that we wouldn’t have called them, “Tough,” “Tougher” and “You’ve Got to Be 
Kidding.”) They’ve also allowed you to turn on or off the musical soundtrack; 
switching it off leaves just the sound effects, which is music enough for a true 
arcade fan. 

There’s not much of a story line here: The Federation hires you as a test pilot 
for its new spacefighter and they send you off to the “Zog-infested storage 
asteroids” to try it out. The storage asteroids are three rocks used by the Federation 
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to store rare minerals and precious gems. They’ve been taken over by the Zogs, 
space age pirates. 
We'd definitely classify this one in the super challenge ranks. 


MANUFACTURER: Acclaim/(516) 624-9300 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
Arrows. Go left or right using the appropriate arrow key. Use the up arrow to 
go up; let go of the arrow pad to let gravity pull you down. 
“A” BUTTON. Fires the laser blaster. 
“B” BUTTON. Fires or activated other weapons once selected. 
Select. Press the button until the weapon you would like to use is shown in the 
weapons window. 


NUMBER OF LEVELS: 3, each with 50 to 60 rooms. 


NUMBER OF LIVES 
9 to begin with. You can add more lives by collecting cargo (one for each 500 
points in each level) and by defeating certain of the aliens. 


TIMING 
Your total game time is limited, and you’ ll want to watch the Time Remaining 
indicator at the top right corner of the screen. 

You should also keep in mind that the Zoggians have puta time bomb in each 
room; some have shorter fuses than others. About 10 seconds before one 
explodes, the room will start to pulsate with light and you'll know its time to 
get out in a hurry. 


SCORING POINTS 
You'll pick up Bonus Points for any cargo items you collect. You’ll also earn 
Bonus Points at the end of each of the three asteroids, depending on how much 
time is left. 
Here are the point values for the creatures and items you'll find in the game: 


S’hroom Zoggians. 20 points 
Cargo. 20-100 points 
Zoggian Missiles. 40 points 
Arrow Zoggians. 100 points 


Giant Green Blob. 500 points 
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SCREEN DISPLAY 
The top of the screen tells you everything you need to know about your status 
in Cybernoid. From left to right, the indicators are 


Lives remaining. 

Current score. 

Number of weapons you started with. 
Number of weapons remaining. 

The selected special weapon. 

Time remaining. 


SECRET WEAPONS 
The basic weapon is the Laser Blaster, which comes with a lifetime supply of 
energy. The laser is available at all times; other weapons must be selected before 
being used. 

Special weapons come with limited supplies of energy and projectiles. You’ll 
find replenishing stocks scattered throughout the asteroid fields of the game. 
Look, too, inside the A.C.M.E. packing cases that the Zoggians will drop from 
time to time. Available weapons include 


Bombs. Use these against ground installations and fuel supplies. 

Bouncers. They’ Il take out anything in their path. 

Genocide Missile. These will clear the screen of all Zoggians present. Unfor- 
tunately, they will also destroy any cargo floating around, too. 

Seekers. Special missiles that will follow the radar beam down to any active 
ground installation. 

Shield. Gives you temporary protection against attackers. 


There are also two Transformer Weapons that you can find in the asteroids’ 
holding plants. These devices can be attached to your Cybernoid: 


Rear Firing Blaster. Put this on, and when you press the “A” button, lasers 
will launch in front of and in back of your ship. 

Cybermace. Like a moving buzz saw, it will circle your Cybernoid, destroying 
almost everything with which it comes into contact. 


| ALWAYS WANTED TO KNOW 
How in the world do I get past that creepy crushing elevator in the third room? 
By being polite. Don’t try to blast your way through, because that won’t work. 
Don’t try to come in above the upper monster, because he’ll crush you. The 
same goes for the lower monster. What you’ve got to do is lurk by the entrance 
to the shaftway and time your entrance so that you can jump in between the two 
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monsters as they go down. Exit to the right when your Cybernoid is lined up 
with the opening on that side. 


POWER PLAYER HINTS 
Don’t forget defense. Use your shields, or just run away when your weapons 
don’t seem to work. 
Pick up all of the A.C.MLE. boxes you can; the more shielding you can grab, 
the easier the quest will go. 


A 


Desert Commander ™ 


Age: 5 to Adult 
Difficulty: Hot Dog-Master of the Game 


War is hell, but much less so when you’re playing a military simulation rather than 
churning through the burning sands of the North African desert. 

“Desert Commander” is a very detailed simulation of the battle to capture North 
Africa. Although the war is not named, and the enemy units not identified, history 
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buffs might want to think of this as a recreation of the prolonged battle between 
German and British troops in World War II. 

As befits a simulation, the player is given a great deal of latitude in setting up 
the combatting elements. Each side can accept the default assignment of units by 
pressing the Start button, but if you’re really going to get into the strategy, you 
should customize your forces. You cannot increase the total number of units, but 
you can, for example, choose to trade off armored cars for tanks. You can also 
adjust the configuration of the computer’s forces. 

The two players take turns issuing one command to their units by moving the 
on-screen cursor over a unit and pressing the “A” button or by using the Select 
button to automatically locate the next available unit. When a unit is selected, a 
status window will be displayed with information about the type of unit, amount 
of available ammunition and fuel and other information. The screen lists available 
commands such as Movement, Attack and Power. 

The game is won by destroying all of your enemy’s units or by capturing the 
enemy headquarters. 

For you history buffs: The North African campaign of World War II was hard 
fought and difficult for all sides. None of the combatants was particularly familiar 
with desert warfare and the heat, lack of cover, poor roads, and long supply lines 
presented hardships for everybody. Nevertheless, the war in North Africa was 
marked by a number of famous fights and by the colorful men who commanded 
the troops. 

The Germans surprised everybody with their Afrika Korps, crack troops who 
did well in the desert environment. The German commander, Field Marshal Erwin 
Rommel, arrived in Tripoli in February of 1941. Rommel frequently took over 
command of individual assault forces himself, an unusual tactic for an overall 
commander, but one that worked for him. He had distinguished himselfas a platoon 
and company commander in World War I. His skill and clever tactics in North 
Africa earned him the nickname “The Desert Fox.” 

On the other side, the British Western Desert Force was under the overall 
command of Viscount Archibald Percival Wavell. He successfully defended Egypt 
against a massive Italian invasion in 1940, By March of 1941 the British and 
German troops were clashing regularly, with Rommel pushing one advantage after 
another. The Brits needed reinforcements against the Germans, but none was 
available. 

After a month-long march across Libya with little real resistance, Rommel’s 
forces were finally stopped by a British entrenchmentat Tobruk on April 30, 1941. 

Another British hero, Commander Bernard Montgomery, figured heavily in the 
British success in North Africa as the capable leader of the Eighth Army. He was 
a well-liked, self-confident leader who captured the hearts of British citizens. Many 
pictures show Montgomery in a typical British pose with a jaunty smile and 
wearing a beret. In the fall of 1942 Montgomery succeeded in stopping Rommel’s 
forces and led an advance that drove the Germans out of Africa. 
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An interesting side note: despite his distinguished service in North Africa, 
Rommel was implicated in a plot to kill Hitler in July, 1944. He was given the 
choice of standing trial or of death by poison. Rommel chose poison, sparing Hitler 
the embarrassment of a trial. 


MANUFACTURER: Seika/(213) 373-8127 
NUMBER OF PLAYERS: 1 or 2 


CONTROL PAD 
Arrows: Used to aim an attack at opposing forces. 
“A” BUTTON: Chooses a unit or command. 
“B” BUTTON: Locates the next available unit, or cancels a command. 


NUMBER OF BATTLES 
There are five battle scenarios in the game. You may choose to begin your 
adventure in any of them from the starting screen: 


First Battle. The easiest section of the game, the place to work on your tactics. 
Way to Victory. 

Offense & Defense. 

Bloody Battle. 

North African Front. 


COMMANDS 

Attack. Select a unit and then move the four-dot cursor over the enemy unit 
you wish to attack. Press the “A” button to begin the battle. 

Movement. Use the arrow keys to move the star cursor to the new location. 
Units can only move within their reasonable range, and are affected by the 
type of terrain and by any enemy units between their present position and the 
goal. 

Power. This brings up a status report on the selected unit. 


TYPES OF UNITS 
You command a number of different types of units that vary by mobility and 
weaponry. The manual includes a chart of capabilities. Units include 


Anti-Aircraft Gun. As its name would indicate, this gun is effective against 
airplanes, but can also be used against ground troops. 

Armored Car. Very mobile, they carry troops to support tank units. 

Bomber. Effective against ground units, but vulnerable to fighters. They can 
be replenished by landing at an airstrip. 
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Field Cannon. Not very mobile and vulnerable to attack from enemy mobile 
units. 

Fighter. Airborne anti-bomber. 

Headquarters. Difficult to move, but well defended. 

Infantry. Ground troops move slowly but are your most effective means of 
capturing the enemy HQ. They can be replenished by moving to a town. 

Supply Truck. Carries fuel and additional ammunition. 

Tank. The preferred vehicle in the North African campaign for attacking 
ground units. 

Troop Transport. You and we might call these “trucks.” Used to move your 
infantry around quicker than they can march. 


POWER PLAYER HINTS 
Here’s the ultimate in customization! From the Battle Statistics screen (press 
the Select button) you can choose different battle theme music for each player. 


Double Dragon Il: The Revenge™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


There’s no way to sugarcoat this one. This ain’t no stroll in the park. This is a world 
of kicks, head bashes, guns, knives and chains. Have we left anything out? Why 
yes—there are also fire bombs, sticks and boomerangs. 

Double Dragon II, due out for Christmas of 1989, is the version of the arcade 
megahit for the Nintendo system, which was itself the sequel to the popular arcade 
original. 

The story line is this: near the end of the 20th Century, nuclear war has destroyed 
much of what we call civilization. In the wreckage of New York City, the Black 
Shadow Warriors are trying to take over. This is one nasty gang of street kids, 
freaks and common criminals. 

The warriors have already hit the Double Dragon Dojo, the home of the Double 
Dragon martial arts warriors. And, alas, they’ve gunned down your girlfriend, 
Marion. 

It’s up to you, Billy Lee, to take on the Black Shadow Warriors to avenge the 
death of Marion. Your only ally—if you choose—can be your brother Jimmy. 

You can play by yourself against the Black Shadow Warriors, or choose from 
one of a pair of two-player options. In one form, it’s Billy and Jimmy against the 
Warriors; in the other, its Billy and Jimmy against the Warriors and against each 
other. There are also three difficulty levels: Practice, Warrior and Supreme Master. 
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MANUFACTURER: Acclaim/(516) 624-9300 


NUMBER OF PLAYERS 
1 or 2. In double-player mode, Billy and Jimmy can cooperate against their 
attackers, or can fight each other and the Black Shadows. 


CONTROL PAD 
This game, based on an arcade hit, uses the Nintendo control pad as if it were 
an arcade controller. It’ll take you a minute or two into the game until you are 
comfortable with the change here. 
The type of action performed is determined both by the button you press and 
the direction your player is facing. 


Arrows. Moves Billy or Jimmy left, right, up or down. To move on the diagonal, 
press between the arrows. To climb a ladder or open a door, press the up 
arrow when you’re in the proper position; to go down a ladder, use the down 
arrow. 

“A” BUTTON. Attacks to the right. If player is facing right, press this button 
to Punch to the right. To Kick to the right, press this button while player is 
facing left. Read the section on Attacks for full details. 
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“B” BUTTON. Attacks to the left. If player is facing left, press this button to 
Punch to the left. To Kick to the left, press this button while player is facing 
right. Read the section on Attacks for full details. 

“A” and “B” BUTTONS. Makes player jump. To deliver a Jump Kick, send 
your player into the air and then press the “A” or “B” button to launch an 
attack in the direction the player is facing. 


NUMBER OF LEVELS: 8 asa Warrior; 9 as a Supreme Master. 


NUMBER OF LIVES 
3 to begin with. Each life includes 8 Energy Units. As you fight and are injured, 
your units will be used; when all are gone, you will lose a life. You can also 
lose a life by falling off a building, into water or other fatal situations. At the 
start of each new mission, your Energy Units will be renewed. 


DIFFICULTY LEVELS 

Warrior. Equivalent to the difficulty required of players in the arcade version 
of the game. At the end of the eighth mission, you’ll have to solve the Double 
Illusion. 

Supreme Master. The top difficulty level, it also includes a ninth mission 
which will pit you directly against the mastermind of the Black Shadow 
Warriors. 

Practice. A three-mission, easier version of the game. Start here before making 
a claim to be a Warrior. 


ATTACKS 
You’re going to be fighting this fight without the benefit of atomic laser pistols, 
mystery megatron warp beams and other fantastic weapons. This is, after all, a 
martial arts game. But Billy and Jimmy can throw their whole bodies into the 
matter. Following is a listing of many of the attacks the boys can launch: 


Punches. Press the “A” or “B” button in the same direction you're facing. In 
other words, When you face right, “A” Punches right and When you face 
left, “B” Punches Left. 

Uppercut Punches. After you have delivered several punches in a row to an 
opponent, Billy or Jimmy will automatically swing from their heels to deliver 
a bit of a lift to their opponent. 

Back Kicks. Press the “A” or “B” button in the opposite direction from the one 
you’re facing. In other words: When you face right, “B” Kicks left, and 
When you face left, “A” Kicks right. 

Grabbing Attacks. If you get really up close and personal with some of your 
attackers, you can use some of these advanced moves. The first thing to do, 
though, is to Grab the hair or collar of your enemy. To do this, you’ve got 
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to connect with several punches in a row. Watch to see when he drops his 
head a little bit; at that moment, press the Control Pad Arrow in the direction 
of the enemy. Now you’ve got him, and you can: 


Knock His Noggin. Press the attack button in the same direction you’re 
facing several times. 

Hurl Him. Press the attack button in the opposite direction from the one 
you’re facing, and he’Il be launched over your shoulder. 

Deliver an Upper Kick. Press the Up arrow and the attack button in the same 
direction you’re facing. 

Give him an Elbow Drop. Press the Down arrow and the attack button in 
the same direction you’re facing. 


Super Attacks. There are a few very difficult attacks that only the masters of 
the game can pull off. 


Spinning Cyclone. Push both attack buttons at the same time to jump, and 
then push either the “A” or “B” button to spin. If you get the timing right, 
you'll spin in midair with one foot extended; if your timing is just a little 
bit off, you’ll end up doing a jump kick. 

Hyper Uppercut. Press either the “A” or “B” attack button just as you’re 
landing from a jump, or as you’re getting up from a fall. 

High Jump Kick. Push the control pad Arrow in the same direction as the 
enemy and press both Attack buttons at the same time to jump and deliver 
a knee kick. Just as in the Hyper Uppercut, you’ ll need to do this just as 
you’re landing from a jump, or as you’re getting up from a fall. 


WEAPONS 
Some of the nasties will be carrying weapons, including fire bombs, hand 
grenades, iron pipes, knives and whips. As you defeat some enemies, they may 
drop their weapons; you can pick one up and use it by moving directly over the 
weapon and pressing either “A” or “B” button. 


MISSIONS 
There are nine missions to be completed in the Supreme Master mode, and 
eight in the just slightly easier Warrior level: 


Mission 1: Into the Turf. The inner-city headquarters of the Black Shadow 
gang. Clear it out and head for the roof. 

Mission 2: At the Heliport. The gang will try to escape. 

Mission 3: Battle in the Chopper. The helicopter is headed for the enemy’s 
secret island headquarters. 

Mission 4: Undersea Base. The home of the giant metal claws! 


30 Hot New Games! 21 


Mission 5: Forest of Death. It only looks like the woods. 

Mission 6: Mansion of Terror. The outer core of Black Shadow Central. There 
are some very strange happenings here. 

Mission 7: Trap Room. The dungeon of the mansion. 

Mission 8: The Double Illusion. These guys look just like you! 

Mission 9: The Final Confrontation. In the Supreme Master mode, this is 
where you'll meet the Sensei of the Black Shadow Warriors. Are you ready? 


SUPER SECRET! 
This is really a two-player game. You can make it to the end by yourself, but it 
will be very difficult. The two-player cooperative modeis a lot of fun, and may 
be the only way to progress quickly through the game. Let your partner know 
which bad guy you’re heading for. 


POWER PLAYER HINTS 
Be sure to try to open any door you come to; you’! never know what you’ ll find 


until you try. 


Flying Dragon: The Secret Scroll™ 


Age: 5 to Adult 
Difficulty: Apprentice-Master of the Game 


You can look at Flying Dragon on two different levels: if you just pick it up and 
Start playing, it is yet another kicking and fighting adventure, and simpler than 
many others. 

However, if you study the story and take seriously the “training” in martial arts 
that comes with it, then the game will take on a whole other dimension. Among 
other features, this game includes an emphasis on many of the defensive postures 
of Kung-Fu. Reading the instruction manual alone is like taking a short course in 
the martial arts. Midway through the game, the action may stop and you will be 
given an on-screen lesson, with demonstrations, by a master. 

Hiryu-no-Ken is the ultimate Kung-Fu stance that gives the impression of a 
Flying Dragon, we are told. The Secret Scrolls of Hiryu-no-Ken, written by the 
wise teacher, Juan, are stolen. Ryuhi, a young student of Juan, sets out on a journey 
to Shorinji to fulfill Juan’s last request. Unbeknownst to Ryuhi, there was one last 
volume of the scrolls, and it was given to Gengai, the bishop of Shorinji, by Juan 
before he died. 

It is now six years later, and Ryuhi is a respected titan of Shorinji. One day, the 
authorities receive a challenge from the enemy Tusk Soldiers. Ryuhi becomes the 
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representative of Shorinji in the “World Tournament of Contact Sports.” As he sets 
out for the competition, Gengai tells Ryuhi that it was the Tusk Soldiers who 
attacked Juan and stole the Secret Scrolls. Boy is he mad! 

We looked at a preliminary version of the game, still in the process of being 
translated from Japanese. Our test players found it a bit slow to respond, but rich 
in detail. Remember that some of the names of the special items and Power-Ups 
may have changed by the time the final product is for sale. We found it an unusual 
mixture: a Chinese martial art in a Japanese game using Japanese names. 

This game will not appeal to the player who enjoys the automatic reflex action 
of a good shoot-em-up in outer space; but if you’re a fan of the martial arts, or if 
you enjoy the action of a Double Dragon or even a modern war game like P.O.W., 
you might find Flying Dragon to be an interesting exercise for mind and body. 

We’ve only just touched some of the topics you'll find in the manual; the 
description that follows may help you understand the game a little better because 
of the way we’ve organized the material. 


MANUFACTURER: Culture Brain/(206) 882-2339 
NUMBER OF PLAYERS: 1 
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CONTROL PAD 

Arrows. Move Ryuhi left or right. To Jump, use the Up arrow; to Squat, use 
the Down arrow. To jump higher, press the up button after Ryuhi is moving 
left or right. 

“A” BUTTON. Kicks. 

“B” BUTTON. Punches. Also launches the Cosmic Saucer when it is in your 
possession and your K.O. Gauge is full. 

“A”, “B” and Up Arrow. The secret combination that unleashes your Hiryu- 
no-Ken attack; can be used only when your K.O. Gauge is full. 


MODES OF PLAY: Beginner and Professional 


NUMBER OF WORLDS 
The game consists of a series of events, starting with training in Shorinji, 
progressing to three elimination athletic matches and finally, the World Tour- 
nament. Ryuhi also has to survive the journey segments between the events. 


SCREEN DISPLAY 
You can determine a great deal of information about your present status by 
looking at the screen display. Working from the top left down, you’ll see: 


Score. 

You. This is the Player’s Life Meter. 

Enemy. This is the Tusk Beasts’ Life Meter. 

Remaining lives. Next to that register, you’ ll see the Remaining time indicator. 


In the center top of the screen is the K.O. Gauge, which keeps track of your 
greatest hits. 

Below the K.O. Gauge is space to represent any Power-Ups you have 
collected. 


PLAYING THE MATCH 
It all comes down to this: You must use your Kung-Fu arts to defeat the Tusk 
Soldiers and bring peace to the world. 
There are six events in the match: 


Boxing 
Karate 

Kick Boxing 
Kung-Fu 
Martial Arts 
Wrestling 
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Soon after you begin combat, a Red Mark will appear on your enemy’s body; 
this indicates the best target for your Hiryu-no-Ken attack. At the same time, 
you'll see a similar Red Mark on Ryuhi; this tells you where you should defend. 


THE SECRET SCROLLS 
Your goal in the competition is to unmask the Tusk Soldiers who are disguised 
as your opponents in the competition. As you defeat each one, you will recover 
a stolen Scroll and proceed to the end of the quest. 
The five Scrolls to be recovered, and the Power-ups they will give Ryuhi, are 


Volume 1: Hiken-no Sho. Increases attacking power. You'll find you can use 
Cosmic Saucers. 

Volume 2: Hikyaku-no Sho. Increases speed. You can add the whirlwind to 
your maneuvers now. 

Volume 3: Hiyaku-no Sho. Enables Ryuhi to use Hiryu-no-Ken more often. 
Without it, your energy would go away too quickly. 

Volume 4: Hicho-no Sho. Perfects the Hiryu-no-Ken maneuver. You'll de- 
velop supreme jumping power. 

Volume 5: Gowan-no Sho. Increases Ryuhi’s power to defend. 


SECRET WEAPONS 
The way to win in this game is to gather enough power in your K.O. Gauge to 
be able to deliver your secret offense. The three principal Secret Skills of 
Shorinji are: 


Hiryu-no-Ken. Ryuhi will jump high in the air and then deliver a powerful, 
spinning kick at an adversary. Your K.O. Gauge must be full; press the “A” 
and “B” buttons and the Up arrow. 

Cosmic Saucer. Sends a powerful shot to a Tusk Soldier. Press the “B” button; 
your K.O. Gauge must be full. 

Trick Throw. A classic martial arts move, you use the power of your 
opponent’s punch to throw him over your shoulder. Block an upper body 
punch, then press the “B” button and the Down arrow. 


Actually, there are more than a dozen special kicks and punches you can 
execute in this game; we recommend that you take the time to practice. Try the 
various combinations of “A” and “B” buttons, together with one or another of 
the directional arrows. Among our favorites: 


Cyclone Kick. Up arrow, “A” and “B” buttons. (This is what you’ ll get when 
your K.O. Gauge is not full enough for a Hiryu-no-Ken attack.) 

Rolling Middle Kick. “A” and “B” buttons. 

Spinning Ground Kick. Down arrow with “A” and “B” buttons. 
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There is a special technique you should master to get yourself out of a tough 
hold by an opponent: 
Shaking Yourself Free. Press the Left arrow, then Right arrow, then Left and 
so on, until you have escaped. 


There are many special items you can collect to make your quest more 
successful. They include 


1-Ups. Worth an extra life. 

2. Another chance for the Secret Scrolls. 

Dragon’s Scale. Gives you an Aura Barrier. 

K.O. Heart. Worth another point on the K.O. Gauge. When you K.O. Power 
is full, you can use Hiryu-no-Ken. 

Magic Water. Revives some of Ryuhi’s strength. During the matches, bottles 
of Magic Water will sometimes fly across the top of the screen; jump up and 
grab them when you can. Later, use the Select button to drink the water; you 
can save as many as ten bottles of Magic Water at a time. 

Money Bag. Worth 10,000 points. 


There are a number of special Power-Ups you can collect on your journey. 
They include: 


Fists. To power up your punching and kicking abilities. 

Boots. To increase your ability to jump and run. 

Star and Half Moon. Allows you to throw Cosmic Saucers. 

Half Moon. Gives you the power to throw the Cosmic Saucer repeatedly. 
Keys. And what are keys for? 


ENEMIES 
Tusk Soldiers. After you get rid of a group of them, they will be replaced by a 
Tusk Beast. Dispatch that guy and grab a special label or token. 
Dragon Statues. Punch them and some will reveal hidden items. 


SUPER SECRET! 
Game counselors tell us that the most important tip for this game is to concen- 
trate on getting the panels in the journey stages. Without the panels, you can’t 
win, and you’ll also miss important information and clues. 


POWER PLAYER HINTS 
On the journey, your best method of attack is to lure a group of Tusk Soldiers 
to you rather than chasing after them. 
Collect Juan panels for tips on how to defeat Tusk Soldiers in the Match. 
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In the match, if Hiryu-no-Ken does not work, it may be because you have not 
gotten the proper Scroll; have you uncovered the disguised Tusk Soldiers? 


USING PASSWORDS 
There is a Password and Continue feature automatically offered to players at 
the end of each game. Write down the password to re-enter the game at the point 
you left if you are going to turn off the game; otherwise you can immediately 
resume your quest. 


POWER ZOOMING 
If you'd like to fly right to the World Games and take a peek at the competition, 
don’t be sheepish, enter this password: BAAA. 
If you want to zoom to the Elimination Round, use this one: HFBT. 
Perhaps instead you’d like to go right to the training session: AASO. Ah so? 


Goall™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


Soccer is increasingly becoming an American game, and with Goal! it is sure to 
become an NES sport. 

The rules of soccer are much easier for most of us to understand—certainly 
simpler than baseball, basketball and football. The electronic version of the sport 
is also considerably easier to pick up and enjoy right away, and the programmers 
of Goal! have come up with a very playable game. 

You can compete as a national team in the World Cup, or as an American 
professional team in tournament play. Two players can cooperate or compete 
against each other. 

The manual includes full Player Ratings for the 16 World Cup clubs, allowing 
serious players to carefully choose the team he or she wants to manage. 


MANUFACTURER: Jaleco/(312) 647-7077 
NUMBER OF PLAYERS: 1 or2 
TEAMS 
There is a full roster of 16 countries for the World Cup championship as well 


as 8 professional American teams for the Tournament. The teams become 
progressively more difficult as tournaments advance. 
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CONTROL PAD 
Play action is controlled by a combination of the arrow keys for direction and 
the “A” and “B” buttons forrunning (dribbling), passing, shooting and tackling. 


OFFENSE 

Dribbling. Move the player with the arrows up, down, left or right on the field. 

Passing. Press an arrow key to indicate direction and use the “B” button to pass. 

Shooting. Press an arrow key to indicate direction and use the “A” button to 
shoot. Once the ball has been kicked, you can use the “B” button and an 
arrow key to make the ball Hook or Slice. 

Heading the ball. Just as in real soccer, this is one of the more difficult and 
more effective “kicks”. Move your player under a descending ball and press 
the “A” button and an arrow key for the direction you want to head the ball. 


DEFENSE 
You will control one player at a time. In a one-player game, your player will 
have a #1 above his head as he moves. You can change the active player by 
pressing the “B” button. 


Tackling. You can attempt to steal the ball from an opponent by executing a 
Hook Slide toward his feet. Get close to the player with the ball, and press the 
“A” button and the arrow key in the direction of the ball. 


SPECIAL KICKS 
When the ball goes out of bounds (off the field) one of the following will be 
called: 


Throw-in. If a ball goes off the field on the sidelines, the team that did not last 
have possession will be able to throw the ball in from the side to one of its 
players. 

Goal Kick. If the attacking team kicks or heads a ball over the endline (but not 
into the goal) the defending team’s goalie will be allowed to kick the ball 
from in front of his goal. 

Corner Kick. If the defending team kicks or heads a ball over its own endline, 
the attacking team will be awarded a kick from the corner of the field where 
the ball went out of bounds. 


PENALTIES 
There are two types of penalties that will be called by the referees in this game: 


Offsides. If an offensive player is past the last defender, he cannot receive a 
pass of the ball. 
Kicking. You cannot tackle an opponent from behind. 
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TIMING 
There are two “15-minute” periods in each game, although the computer clock 
runs much faster than your watch in this game. 


1 ALWAYS WANTED TO KNOW 
Which are the best teams and best players? One of the best players in the league 
is England’s Number 10, the leading scoring threat and top defender. Overall, 
England is weak on defense, but its talented goalkeeper more than makes up for 
that weakness. 
Spain is a dog. Its team is seriously average. 


POWER PLAYER HINTS 
The hints here are some of the same your soccer coach would tell you. 

Make the players perform like real soccer players. Learn how to head the ball 
and how to make a successful diving hook slide. The hardest thing to do as an 
offensive player is the diving goal kick; as soon as the goalkeeper throws the 
ball out of the crease, act like you were going to head the ball and slide at the 
ball. 

When you’re dribbling the ball, be sure to change your direction from side 
to side when there are defenders near you. This helps prevent successful tackles. 

As goalie, if an opponent is coming in for a clear shot at you, you may want 
to move away from the goal and toward him to cut down the angle he has to 
shoot. Be careful, though, that he doesn’t have a teammate to his right or left 
that he can pass to, because they will have an open net to aim at! 

Be very careful in any passes in front of your own net. They could bounce 
off your own player or an opponent and make a score. 


USING PASSWORDS 
The game will issue you a 16-character password at the end of a World Cup 
game, allowing you to stop playing and later resume competition at that point, 
retaining your position in the standings. 


Golgo-13™ 
Age: 5 to Adult 
Difficulty: Hot Dog 


Only you can help him save the world! Him is Golgo-13—his real name is Duke 
Togo—and he’s the legendary agent who’s never failed on a mission, according 
to his press agent. 
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The story is this: In the skies of New York City, right near the right armpit of 
the Statue of Liberty, a helicopter explodes. This is no ordinary chopper—it had 
on board a top-secret CIA germ warfare weapon code-named Cassandra-G. By the 
time authorities make it to the wreckage, a vaccine and plans have been stolen. But 
they do find the pieces of a shell from an M-16. 

The CIA is convinced that the copter was shot down by Golgo-13; they say he 
was working for the Russian secret police, the KGB. But we know better, don’t 
we? 

Golgo-13, aided by the secret organization FIXER, sets out to find the real 
culprit. Who is that? Perhaps it is an agent of DREK (that’s really the name, folks). 

Golgo-13 is aided in his quest by his lovely assistant Cherry Grace, assigned to 
him by FIXER, and by Condor, a free agent who knows too much. They head for 
the source of evil in this case, East Berlin. Look for the infamous Brandenburg 
Gate. You’ ll also visit such other traditional scenes of spy skullduggery as Athens. 

Where does all of this come from? 

You’ll see them on the Tokyo Subway, and in the bookstands along the Ginza. 
They call them Graphic Novels, and the Golgo series stretches back some 17 years. 

Golgo-13 is a combination of adventure story and arcade game. The hero can 
kick and punch like the Double Dragon brothers, he can shoot like Rambo and he 
can explore like Link. The graphics are well done, with enough variety to keep 
your interest. 

The game includes a few unusual features, including a sudden change in 
perspective in certain scenes. Most of the time we are looking right at Old 
Duke—err, Golgo-13, that is—as he walks or jumps along. But when he comes 
under fire from points unknown, the perspective quickly changes to his. In fact, 
what you’ll see is a view through the sight of his gun as he hunts for men on the 
street with guns and missile-launching copters. 

Other enemies arrive on motorcycles; there are even deadly karate champions 
in miniskirts. 

The manual, a bit disorganized, does include some useful maps. A serious player 
will also want to draw some himself for the really complex areas such as the Action 
Maze. 


MANUFACTURER: Vic Tokai/(213) 320-1199 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
Arrows: Move the hero left, right, front and back. 
“A” BUTTON: Action Scenes: Fires gun. 
Investigations: Turns Golgo-13’s face; turns page of dialogue. 
Mazes: Displays sight; fires gun. 
“B” BUTTON: Action Scenes: Jumps. 
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NUMBER OF LIVES 
1, registered as 200 Life Units. You will lose credits when you are injured; there 
are ways to recover. 


TIMING 
The game is over when you use up all of your Life Units. You'll hear a warning 
signal when you go below 50 units. 


SECRET WEAPONS 
Among the special devices you can employ are 


Ammunition. A stock of 400 bullets is hidden here and there. You'll pick up 
more ammo with each bad guy or helicopter you bring down. 

Hand Grenade. Blows open walls. Get them from armed soldiers you dispatch. 

Infrared Binoculars. They’ll show you when laser beams are incoming and 
help you try to escape. 

Key. See any locked doors? 

Nutrition Drink. Restores your life force. 


ENEMIES 
There are many types of enemies you will find in Golgo-13. Here are some of 
them. 
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On the Ground: 


Elsa, the Kicking Woman, carries a gun and also wields a mean karate kick. 
She can attack twice. 

Hovercraft Soldier. Carries a wicked boomerang; can attack four times. 

Laser Artillery. Can attack four times. 

Minefield. Will blow away life credits if you wander here. 

Sniper. Sneaky. 

Stinger Soldier. Can attack you six times with his fireball bazooka. 

Willy the Motorcyclist. He’ll try to do a “wheelie” on your head. 


In the Air Battle: 


Bomber. Comes up from behind you. 
Harrier. Dives down on you. 
Rolling Thunder. What is it? It can roll into you 15 times. 
Submarine. Its missiles cannot be stopped. 
On the Water: 
Frogmen. They’ll sneak up on you from behind with spear guns! 
Marine Plants. Don’t touch them. It'll take five hits to destroy them. 
Mines. Don’t touch, and don’t bother trying to get rid of them. Just stay away. 
Sharks, Look out ahead! 
Octopus. One tough creature; keep trying to kill it and you’ll finally succeed. 
Underwater Missile. Look out behind! 


SUPER SECRET! 
If you run out of bullets, there is a secret way to make a very costly trade: Life 
Points for Bullets. This will work while you are inthe underground bases, only. 
Simply press the Select button to trade Life Points for Bullets. But, don’t overdo 
itor you’ll end up with plenty of bullets but no way to shoot them. 


POWER PLAYER HINTS 
Passersby on the street may carry some important information. We hate to say 
it, but shoot at people you see, even if they are innocent: you won’t lose points 
Gust bullets) and you may last longer. 

At the start of the game, head right for the Potsdam subway station. You’ ll 
pick up a few bullets there to get you started. 

In the Pan and Zoom scenes, you'll probably have greater success if you 
eliminate your adversaries on the ground before you start aiming at the airborne 
ones, 

You'll want to carry—and use—three hand grenades when you enter into the 
Action Maze. 
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Practice your Jump Kick. It will save bullets in many instances. The Jump 
Kick can be combined with one of the arrow kicks for a more powerful and 
effective karate charge. 

You can also jump over many would-be assassins and then whirl around to 
shoot them before they react. 


POWER ZOOMING 
You can Continue your game from the point where you are killed off by just 
pressing the Start button again. You will return with a full charge of Life Units, 
but only half as much ammunition. You can continue through the first 51 of 52 
levels only. The manual refers to Continues as Telecasts, by the way. 


Hoops™ 


Age: 8 to Adult 
Difficulty: Hot Dog 


In your face, man! This is basketball like most of us have played it. Not on a parquet 
floor under television lights in an air conditioned arena with the likes of Kareem 
or Magic, but instead on a potholed asphalt schoolyard against whoever shows up. 

This is half court basketball, played one-on-one or two-on-two. The play ismuch 
more wide open than the heavily defensive game, and the score is recorded in chalk 
on the wall at the back of the court. 

Hoops is an enjoyable game, easier to play than many other basketball games 
that put a full 10 players on the court. 


MANUFACTURER: Jaleco/(312) 647-7077 
NUMBER OF PLAYERS: 1 or 2. Your options are 


One player, one-on-one. You choose your player, and the computer will pick 
your opponent. 

One player, two-on-two. Your two players against two controlled by the 
computer. 

Two players, two-on-two. You and a friend each control one player as a team 
against a pair of opponents selected by the computer. 

Two players, head-to-head, one-on-one. Each player selects a man and directs 
him in competition. 

Two players, head-to-head, two-on-two. 
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STARTING THE GAME 

Hey, like we said, this ain’t the Boston Garden or Madison Square. You don’t 
start a game in the playground with a tip-off, you start it by shooting for 
possession (the first player to sink a foul shot has possession at the start of the 
game) or by playing a quick game of “Around the World” (you take turns 
shooting from 11 specified points around the court until one or the other player 
has made it through the course). Around the World is a good way to practice 
your shooting skills, by the way. 


CONTROL PAD OFFENSE 

Arrows: Moves your player around on the court. 

“A” BUTTON. In a two-player game, use this button to pass the ball to your 
partner. 

“B” BUTTON. Makes your player jump when he or she has the ball. Press the 
button again while in the air, and the player will shoot. If you launch the shot 
past the foul line while driving for the basket, your player will attempt a slam 
dunk. 


CONTROL PAD DEFENSE 
Arrows. Moves your player around on the court. 
“A” BUTTON. Directs your player to spread his or her arms to attempt to 
defend against a shot. If you get close enough to the ball to touch it, you will 
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steal it. In half-court basketball, you will have to dribble the ball back to the 
baseline and then back into play before you can shoot. 

“B” BUTTON: Makes your player jump. Do it when you are between the 
basket and your opponent and you may be able to block a shot. 


NUMBER OF GAMES 
You can choose between either of two pretty similar inner city courts. The games 
can be 10, 15, 20 or 25 point challenges, and they can be Losers-Out or 
Losers-In. 


TIMING 
Halfcourt playground basketball is not a timed game. The match is over when 
the agreed-upon number of points has been scored by one side or the other. 


FOULS 
The rules of playground basketball are not as complex or as strictly enforced as 
professional and college ball, but there are things you cannot get away with, 
including 


Charging. You can’t run into a defensive player when you have possession of 
the ball. 

Out of Bounds. Possession of the ball will change when the ball crosses over 
the endline or either sidelines. 

Pushing. You can’t run into the player with the ball when you are on defense. 

Traveling. You'll be called if you jump but don’t pass or shoot for the basket 
before your feet touch ground. 


| ALWAYS WANTED TO KNOW 
I’ve never drafted players for a basketball team before. What' s the best strategy 
when shopping? We consulted the game counselors at Jaleco and they told us 
they valued most highly players with speed, a benefit both on defense and 
offense. 
Beyond that, we discussed three favorite player combinations: 


Bomber and Mr. Doc, a combination of slick outside shooting and inside 
muscle, plus good speed and shooting ability just outside the paint. 

Legs and Zap, a dynamic balance of offense and defense. Legs is a lot of 
woman, very quick and a great ball stealer. Zap is tall and a great shooter. 

Face and Wiz. Wiz is the best playmaker, Face is great inside the paint. Get 
the ball to Wiz when he is open and coming across the middle. 
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SUPER SECRET! 
Here’s a real important one for 2-on-2 games: When you select your team, 
choose your playmaker/point guard first. The player chosen first always brings 
in the ball after a basket. If you choose your big man first, you’ll have some big 
lummox of a guy trying to get past your opponent's best defensive player. 


POWER PLAYER HINTS 
Ina two-on-two game, you may want to balance your team so that you include 
a strong offensive player with one who can defend well. 
Justas inreal B-ball, a jump pass isa good way to confuse the defense. They’ Il 
think you’re going for the hoop, but you can split the offense by passing to an 
open player while in the air and letting him shoot. 


USING PASSWORDS 
Atthe end of any winning two-on-two game against the computer that your team 
wins, you’ll be given a nine-character password to continue in a special 


sequence. 
ce : 


Ikari Warriors Il: Victory Road™ 


Age: 6 to 16 
Difficulty: Apprentice-Hot Dog 


It’s the return of Paul and Vince, back from rescuing the Colonel from his 
imprisonment deep in some anonymous jungle. Somehow, from there, the plane 
carrying our hand-to-hand combatants enters into a weird time warp and the guys 
are hurled thousands of years into the future. 

Yes, straight from the jungles, Paul and Vince are now fighting to save the planet 
Earth from “Zang Zip, the War Dog.” 

Hey, no problem. These guys’ll show the space aliens their machine guns, 
grenades and bazookas. Right. 

The game mixes a bit of adventuring into its arcade action. In each of the stages 
of the game, you can enter the Bar Shop to purchase various items and acquire 
Heart Marks. You'll need to barter for the items, or be prepared to fight for them! 

There is an interesting trip down a whirlpool to a skeet shooting session in the 
dark. You’ll also have to find secret passages by blasting away with your grenades, 
and dispatching some of the demons will require multiple attempts. 

We wonder whether this was not a completely different game that was converted 
to a sequel to the Ikari Warriors characters. No matter; it’s a worthy sequel to the 
original, with improved graphics and play action. Added to the features is a 
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computerized voice that will bark at you from time to time. Most of the time it 
sounded like someone gargling in a closet. But you tell these guys, they’re too mean 
for us. 


MANUFACTURER: SNK/(800) PLAY-SNK 


NUMBER OF PLAYERS 
1 or 2. In 2-player mode, Paul and Vince fight as a team. 


CONTROL PAD 
Arrows. Move warrior up, down, left or right. 
“A” BUTTON. Throws grenades and land mines. Also used in controlling 
Sub-Screen. 
“B” BUTTON. Fires rifle or bazooka, or uses sword or boomerang. Also used 
in controlling Sub-Screen. 
Select. Calls up the Sub-Screen. 


SUB-SCREEN 
The key to playing this game is to make frequent trips to the Sub-Screen to 
check on your Life Gauge and Heart Mark status and to select from various 
weapons and items you have stashed away. 
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To summon the Sub-Screen, press the Select button. There are screens for 
each player in the 2-player version. For the second player, choose END from 
the screen for player one. 


NUMBER OF LIVES 
1, made up of 6 energy units, which are displayed on the screen. 


SECRET WEAPONS 
Look for the following along the way: 


Bazooka. Great destructive power, but only fires one missile at a time. 

Boomerang. Knocks out anything it hits, but is difficult to master. 

Grenade. Knocks down enemies, walls and buildings. Take care where you 
throw it. 

Land Mine. Lay an ambush. 

Machine Gun. Repeat fire. Not powerful enough for all enemies. 

Sword. A magical item, it spews fire. Not totally invincible, though. 


Hidden in the rocks and pyramids, you’ ll find a great number of special items 
that should help you in your quest. They include 


Armor Power. Repels bullets. 

Arrow Power. A one-time weapon. 

Bonus Score. The points shown will be added to your total. 

Life Power. Restores your Life Gauge. 

‘Thunder Power. Clears all of the enemies on the screen with a bolt of lightning. 
Time Power. Warps you to the Bar Shop. 

Wing Power. What do you do with wings? 


| ALWAYS WANTED TO KNOW 
In the last scene, the grenades keep coming and coming and I can't get close 
enough to do any damage. Try using your sword to deflect the grenades. Really. 


SUPER SECRET! 
There’s a secret way to Continue your game from the point where you are 
killed; it’s the same secret employed in the first story, Ikari Warriors. 
Before the “Game Over” message appears on the screen, press the following 
button keys in this order; 


ABBA 


You'll be back in the game with three more men. This continue will not work 
in the final level. 
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POWER PLAYER HINTS 
This game benefits from a joystick, and especially one with a turbo-firing 
feature. We set the “A” button to full turbo and left the “B” button unchanged 
and got the furthest into the game. 


Ironsword: Wizards & Warriors 11™ 


Age: 6 to 16 
Difficulty: Apprentice-Master of the Game 


We bet you thought you had gotten rid of Wizard Malkil at the end of the first 
Wizards & Warrior game! (See Chapter 3—you did make it all the way to the end, 
didn’t you?) 

Well, you were wrong. He’s back, and this time he has taken control of the forces 
of nature: earth, wind, water and fire. Within each of these four domains, you’ ll 
fight off another dizzying set of monsters and perils. You’ll be able to ask for the 
help of an Animal King, but he’ll respond only if you are able to pay him with the 
golden object he is looking for. At the end of each domain, you’ Il have the privilege 
of facing the Elemental itself. 

You'll need to collect as much magic as you can to beat the Elementals; with 
each victory, you’ll obtain a piece of the shattered IronSword, which you willneed 
in your final battle, this one against old Malkil himself at the top of the strange 
IceFire Mountain. 

We were working with a preproduction copy of the game pak when this complex 
quest was still months away from being in the hands of anxious players. 

If you like Wizards & Warriors, you’re sure to like the sequel. 


MANUFACTURER: = Acclaim/(516) 624-9300 
NUMBER OF PLAYERS: 1 


CONTROL PAD 

Arrows: Move Kuros left or right with the appropriate arrow key. You also use 
the arrow keys to make a selection, such as picking a Spell, Buying a special 
item or other action. Move the arrow until the item is highlighted, then press 
the “A” button. To Crouch, press the down arrow key. 

“A” BUTTON: Makes Kuros Jump. To jump in a particular direction, press 
the “A” button while holding down one of the directional arrow keys. Also 
used to select a highlighted item when choosing from a menu. 

“B” BUTTON: To use your Sword or other weapon. 
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Select: To use a Magic Spell, press Select and then use the arrow keys to select 
the spell you want to use. Press the “A” button to make the selection. You 
have to be in possession of the magic in order to use it. 


NUMBER OF REALMS 
5, being: Wind, Water, Fire and Earth and then the final confrontation: 
IceFire Mountain. 


NUMBER OF LIVES 
You begin with a full amount of life. Consult the Life Force Level indicator on 
the playing screen. You will lose energy every time you’re hit by an enemy or 
otherwise hurt. You can replenish your life force by eating and drinking. You 
can gain an Extra Life by finding and touching the miniature Kuros—look for 
him! 


HOW TO CAPTURE THE BEASTIES 
There’s the sword and the axe and the other weapons. But, how’s your spelling? 


ENEMIES 
There’s a full crop of strange and awful creatures to be dealt with in the Land 
of Sindarin. Some can be disposed of with your handy Brightsword, but others 
need special tools or even magic before they’II depart this unearthly world. 
Here’s a listing of the worst of the worst for each of the various realms, 
together with the number of points you’Il earn if you can catch and defeat them. 


Realm of Wind: 
Tornadoes. 30 points 
Slimy Spitter. 43 points 
Giant Hailstone. 100 points 
Eagle. 112 points 
Cave Demon. 245 points 
Cloud Man. 200 points 


Deadly Skull & Crossbones. Forget it! 


Realm of Water: 


Baby Frog. 8 points 
Tree Snake. 23 points 
Zombies. 30 points 
Flying Piranha. 56 points 
Iceberg. 56 points 
Wave. 56 points 
Jellyfish. 200 points 
Snapping Skulls. 546 points 


Steam Cloud. Don’t. 
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Realm of Fire: 
Poison Potion. 8 points 
Toothy Creeper. 23 points 
Flame Spitting Walls. 87 points 
Salamander and 400 points 


Salamander’s Bullet. 
Floor Flames. Too hot to handle. 
Lava Spitting Crater. Don’t look. 
Volcano Mouth. Can’t you do something about that breath? 


Realm of Earth: 

Vampire Bat. 30 points 
Rock of Ages. 56 points 
Scary Ghost. 245 points 
Earth Demon’s Spells. 400 points 
Stalagtite. 400 points 
Earth Demon. 546 points 
Rock Pillar Beast. 546 points 
Skull Spider. 1,000 points 
IceFire Mountain: 

Snowball. 8 points 
Snowman. 246 points 


Flaming Craters. Stay away. 
Wind, Water, Fire and Earth Elementals. We wish you the best of luck. 


MAGIC SPELLS 
Spells are almost everywhere in Sindarin. Some will be found inside of chests 
you will open; others you must purchase at the Inn, and some will be just kind 
of lying around. Here are some of the more popular ones: 


Asp’s Tongue Spell. Cast this one at an inn. 

Dragon Tooth Spell. Still hungry? Try eating some bad guys. 

Familiar Spell, Haven’t we heard this one before? Turns bad guys into good 
coins; also helps you find golden objects when you need them. 

Fleet Foot Spell. Does just what it sounds like, and helps you jump, too. 

Silver Fleece Spell. Now where did you go? 

Veil of Slumber. Zzzzz. Zzzzz. 

Water Spout Spell. Up and away. 


There is a whole class of special spells that are intended for use against the 
toughest of villains in this game: the Elementals. You'll find these spells within 
each realm of the game; when you use one of these, your weapon becomes 
specially powerful against your enemy. Be careful not to deplete your magic 
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energy level. Grab hold of any Magic Bubbles that are floating around to help 
keep your level up. 


Windbane. The bane of the Wind Elemental’s existence. 
Blightwater. Blights the day of the Water Elemental. 
Firesmite. Helps to smote the Fire Elemental. 
Earthscorch. Oh, you get it by now, right? 


SECRET WEAPONS 
There are also Helmets, Shields and Swords you’ll find along the way, 
available in two flavors: plain and super-strong diamond. Look for The Axe, 
too. Never know when something like that will come in handy in these parts! 
Other useful items: 


Chickens and Brew. The menu’s rather limited around here, but this is not the 
time to go on a diet. 

Keys. Opens locked chests. 

Seven League Boots. Just the thing to climb IceFire Mountain. 


SUPER SECRET! 
In doing battle with one of the Elementals, keep an eye on the blue lines that 
appear at the bottom right corner of the screen, next to the creature’s picture. 
They'll tell you how many hits you'll have to score to defeat each Elemental; 
one will disappear with each good hit you make. 


HOW TO MOVE FROM ROUND TO ROUND 

In order to defeat an Elemental, you must complete the Seven Noble Steps: 
(1) Collect or buy the necessary Keys; (2) Unlock the proper Chest to obtain 
the magic spells you will need; (3) Find the Golden Object for the level you’re 
in; (4) Give the golden object to the Animal King in each level; (5) Proceed to 
the second section of the level and obtain the Magic that will power your 
weapon; (6) Defeat the Elemental with the magical weapon, and (7) Collect 
one part of the shattered IronSword. 


SCORING POINTS 
Along with your goal of defeating the Elementals and collecting pieces of the 
IronSword, you will also score points by fighting henchmen of the Wizard. 
Other goals: Collect treasures for bargaining. You’ll find jewels and coins 
scattered about, and you’ll have the opportunity to play the Bonus Chance 
game. 
Keep your Life Force at a proper level by stopping to eat and drink regularly. 
Increase your stock of magic by collecting Magic Bubbles. 
Items you will pick up along the way vary greatly in their value. Here are 
some to look for: 
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Money, money. You'll find it in Chests and elsewhere in the realms. 


Coins. Each worth 50 gold coins. 

Little Gems. Each worth 100 gold coins. 
Big Gems. Each worth 200 gold coins. 
Relics of Sindarin. These are the big ones! 
The Book of Sindarin. 10,000 points. 
The Cross of Sindarin. 20,000 points. 
The Gauntlet of Sindarin. 50,000 points. 
The Ring of Sindarin. 100,000 points. 


A VISIT TO THE INN 
The friendly innkeeper will be that way if you come in the door ready to spend 
some of you treasure, You'll be able to buy items, including armor, food, keys 
and magic spells. 
You can also play Bonus Chance here. This is sort of a Wizards & Warrior 
Pinball game. You need to bring at least 100 coins to the table. 


POWER PLAYER HINTS 
Study the map when it flashes on the screen at the beginning of your quest; it 
will help you figure out where you are. The map will be seen again at the 
beginning of each level. Remember that this is a land under spell: everything is 
not exactly as it seems. 
Just like in real life, you can never have too much money or too many magic 
spells. Keys, too. 


USING PASSWORDS 
When you are finished with a quest, you can ask for the Secret Code password 
that will allow you to retum to the level where you were last playing. Press the 
Select button and you will see the Magic Spell Screen. At the bottom will be 
a 10-letter code which you should write down for future use. 


POWER ZOOMING 
To Continue a game after losing all of your lives, press the “A” or “B” buttons 
within 10 seconds of losing all of your Life Force. You can only continue two 
times until you reach the end of the Earth level. 
There is also a password continue that allows you to re-enter the game from 
a particular level. Write down the password when you come to it. Enter your 
code at the start of a new session and zoom to the last level you attained. 
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Knight Rider™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


Drive, he said. This is a video game based on the television series of several years 
ago; the television series was kind of like a video game, come to think of it. 

The two stars of the game are Michael Knight and his supercar, KITT. Knight 
was born as Michael Long and was a promising young detective. But while out on 
acase, he was shot down by a gang of international criminals. Along comes Wilton 
Knight, the mysterious founder of the mysterious Knight Foundation, who myste- 
tiously brings Michael back to life as his adopted stepson. He gives Michael the 
keys to the family car, KITT. 

You can forget all of that, though. The video game is about 90 percent arcade 
action and 10 percent adventuring; your decisions come in your choice of equip- 
ment for the car at the start of the game and switches you can make midway through 
the race. 

The point of the game is to zoom down the interstate highways, as fast as you 
can, destroying as many enemy vehicles as you can. 

The bad guys drive red or yellow cars and trucks; just like in real life, though, 
lots of good guys (in blue) are likely to get in your way as you drive along. You 
really should avoid killing innocent people, you know. 


MANUFACTURER: Acclaim/(516) 624-9300. 
NUMBER OF PLAYERS: 1 


CONTROL PAD 

Arrows. The up arrow accelerates the car; the down arrow puts on the brakes. 
Use the left and right arrows to steer. 

“A” BUTTON. Fires the selected weapon. 

“B” BUTTON. Engages the turbo boost to jump over obstacles. You must be 
traveling faster than 150 mph. 

Select. During the game, press the Select button to change weapons. Keep 
pressing until the name of the weapon you want is displayed on the dash- 
board; you can only use a weapon if you have any missiles or laser power 
available. You can select your weapons while you drive, or you can pause 
the game and do it while you catch your breath. 
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NUMBER OF MODES 

Drive Mode. This game includes a practice mode that permits you work on your 
driving skills without having to worry about dodging bullets. From the 
opening screen, select Drive and then press Start three times to skip over the 
unneeded weaponry and briefing modes. 

Mission Mode. This is the game itself. When you select this screen, you will 
be briefed on your assignment by Devon, your contact at the Knight Foun- 
dation. To continue through the briefing, press the “A” button to step through 
the screens of information. To skip over the briefing, press the Start button 
to proceed into the Machine Check screen. 

Machine Check. Here you will work with Bonnie, the engineer in charge 
of equipping and maintaining KITT. You can add or reduce options, 
depending on your mission. Changes can be made here or as you begin 
later missions in the game. 

Pay attention to your briefing and equip KITT according to the mission 
you must accomplish. Here are your choices of extra options: 

Gas. A larger fuel tank allowing you to go farther. 

Shield. Additional strengthening of your protective shield allows KITT to 
withstand more damage. 

Engine. A bigger motor lets you go even faster. 

Laser. Gives you 20 laser blasts. 

Missile. Adds 20 missiles. 
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NUMBER OF MISSIONS 
Every time you get through three cities, you complete one mission. 


NUMBER OF LEVELS 
There are 15 cities in the game. You'll start and end your trip in Los Angeles, 
heading to these other cities along the way: San Francisco; Seattle; Salt Lake 
City; Denver; St. Louis; Chicago; Toronto; Boston; New York; Washington, 
D.C.; Miami; Houston; Phoenix, and Las Vegas. 
Each city has its own distinctive skyline, and you'll also find that different 
parts of the country have differing road conditions and enemies. 


NUMBER OF LIVES 
You begin the game with 3 lives and 2 Continue options. 


TIMING 
You areracing against the clock and against the depletion of your gas, protective 
shield and weapons. 


DANGER! 
KITT can be damaged by being hit by bullets, missiles and other garbage thrown 
at you by bad guys. The car can also be hurt if you manage to crash it into another 
car, a tree or obstacle. 


SECRET WEAPONS 


Your basic secret weapon is KITT. 


SPEED: The car has a top speed of 250 mph (although it will be a long time, 
if ever, before you can dodge traffic and bad guys to go that fast). It also has 
a turbo boost to help you catapult over obstacles. 

RADAR: The monitor in KITT’s cockpit shows where you are as well as an 
indication of what’s coming. You can see vehicles as far as 10 miles ahead 
of you, and you can watch for arrows to alert you to fast-approaching turns. 

WEAPONS: 

Machine Gun. In its standard load, KITT has a built-in .50-caliber machine 
gun with an unlimited supply of bullets. You will probably have to hit 
enemies more than once to destroy them with bullets. The gun sprays 
bullets in two directions. 

TOW-2 Automatic Missile Launcher. Especially good against helicopters 
and other airborne enemies, Missiles go off in two directions at once. 

Reflex Laser. The ultimate power tool. 

You can add missiles and laser power if you want to use them when you 
meet with Bonnie in the Machine Check session. You can also pick up some 
more weapons later in the game when you destroy a Yellow Enemy Vehicle, 
or when you drive behind the Knight Foundation Trailer. 
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ENEMIES, DECOYS AND INNOCENT BYSTANDERS 

There are three types of vehicles out on the road: 

Innocent bystanders. They’re just out for a drive. You can tell they’re okay 
because their cars will be blue, or will have some blue on them. Don’t shoot 
them, or you’ll be penalized 5 seconds on the clock. 

Decoys. Blue trucks hired by the bad guys to slow down traffic and otherwise 
get in your way. There’s a 5-second penalty for shooting these guys, too. 

The Bad Guys. They’re armed and dangerous and they’II be driving: 
4-Wheel Drive Vehicles 
Helicopters 
Luxury Cars 
Sports Cars 
Spy Planes 
Tank Trucks 
Trailer Trucks 

And then there will be the Terminators, who are the crime bosses for each 
ring of crooks. You'll find one in each mission (three cities). 

The Terminator’s vehicle is solid black and full of weapons. As you hit 
his vehicle, the taillights will change color from blue to yellow to red; when 
they’re all red, you’ve got him. 

Terminators can drive: 

Black Trailers 

Black Helicopters 

Black KARRs (the stolen prototype for KITT) 


THE GOOD GUYS 

You can replenish some of your supplies by finding one of the trailers sent out 
by the Knight Foundation to help you. Be careful! These vehicles are black, like 
Terminators, but they have a White Knight Foundation Insignia on them. Just 
pull up behind them and wait for something to bounce your way—make sure it 
hits your hood or you’ll lose it. 

Goodies from the Foundation (and from destroyed Yellow Enemy Cars) take 
the form of letters of the alphabet and other symbols. They include 


1-Up. An extra life. 

G for Gas. Fills the tank. 

L for Laser. Gives you another 20 laser charges. 

M for Missile. Gives you another 20 missiles. 

R for Recovery. Repairs damage to the car. 

T for Timer, Adds another 30 second to your clock. 
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| ALWAYS WANTED TO KNOW 
Whatis the best strategy in equipping my car at the start of each mission? You'll 
find that you’ll need different weapons and Power-up items for different 
missions. For the first mission, you’ll probably want to add extra shielding. In 
later missions, pay attention to what causes your demise. If you die from the 
same problem a few times in arow—running out of gas, for example—it would 
be worth paying attention to that when you set up for the next mission. 


SUPER SECRET! 
The big black Knight Rider truck will give you some supplies, but if you zoom 
past it you’ll miss it. The truck goes slowly; slow your own vehicle down to 
wait behind the truck. After a few seconds, a package will come out. 


POWER PLAYER HINTS 

Turbo Boost may be the only way to jump over an obstacle. Remember that 
you must be travelling at 150 mph or faster, and that Turbo will use up a lot of 
precious gas. 

The road is wider than it appears. You may be able to slip between two cars 
if you straddle the lane lines. 

Save your lasers and missiles for the Terminators at the end with the black 
car, 


POWER ZOOMING 
To continue a game from the point where you lost the last of your lives, select 
Continue from the screen options, then press Start. Note that you can only 
continue twice per game. 
You can also zoom deep into the game if you use the password you receive 
when you complete a mission. 


Mega Man 2™ 


Age: 6 to Adult 
Difficulty: Hot Dog-Master of the Game 


This is a Mega Game! We haven’t played very many other home videogames that 
have as much of the look and feel of an arcade game as this one does. You start 
with the nifty 3-D stars at the beginning and then move on to the catchy theme 
songs and then there are the many different screens and traps and challenges. 
This is, of course, a sequel to the original blockbuster hit, Mega Man. Both 
games feel kind of like Super Mario Brothers in play action, but the colors and 
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graphics and sheer energy of Mega Man and Mega Man 2 would leave Mario and 
Luigi begging for a month’s vacation. Mega Man 2 is a tense and intense game and 
areal winner. 

Mega Man returns to once again face his nemesis, the evil Dr. Wily. You must 
conquer the super-robot rulers of eight different empires—each of them very 
different from the others—before you face Dr. Wily in a final showdown. 

The game includes a number of unique features. You can play the game on a 
“normal” or “difficult” setting. Although you will need to defeat each of the 
super-robots in order to win the game, you can choose the order of battle. And, as 
you defeat each enemy, you add his special weapons and powers to your own. The 
game also includes a continue option and a password option to enter into later 
sections of the game. 

Capcom also includes step-by-step instructions in the manual on how to beat 
Air Man, the suggested first villain. 


MANUFACTURER: Capcom/(408) 727-1665 
NUMBER OF PLAYERS: 1 
CONTROL PAD 


Arrows. Move Mega Man right or left using the arrows. You can do this while 
he is walking, and also when he is falling or jumping. 
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Move Mega Man up or down on ladders by using the appropriate arrow 
key. 

“A” BUTTON. Used for jumping. The longer you hold down the button, the 
higher he will jump. 

“B” BUTTON. Used for shooting. Mega Man can shoot while he is jumping 
or falling as well as walking around. 

Start Button. A multi-function button. Press it to Pause the game. When the 
game is paused, you will move into a subscreen that is used for changing 
weapons, using energy crystals and finding out how many lives you have 
left. Within the subscreen is a second screen you can get at by choosing Next. 
Use the up and down arrow keys to select the weapon you want to use, and 
then press start to return to the game. 


NUMBER OF WORLDS 
There are eight worlds to be conquered before you are able to do battle with Dr. 
Wily in the final round. The worlds are controlled by 


Air Man. This is probably the simplest world to conquer, and a worthy starting 
place. 

Bubble Man. 

Clash Man. 

Flash Man. 

Heat Man. 

Metal Man. 

Quick Man. 

Wood Man, 


NUMBER OF LIVES 
Mega Man has three lives at the start of the game. Lives are lost when he runs 
out of energy or is obliterated by an enemy. When Mega Man has been injured 
by an enemy, he will flash for a short while. During this time he is invincible; 
you may need to take advantage of this situation from time to time and allow 
yourself to get hit so that you can get past one of the tougher opponents. 


ENERGY LEVEL 
There are three different types of energy levels to pay attention in this game. 
You need to know about energy for: 


Mega Man himself; 
Mega Man’s weapons; and 
The final robot of each level. 
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In the upper left corner of the game screen you'll find Mega Man’s energy 
meter (sometimes it will lag a few seconds behind you as you drop down a 
pathway, but it will appear). The meter shows how many more points of damage 
Mega Man can handle; when the white lines are gone, one life is lost. 

As you defeat creatures and move through the game, you’ll find ways to 
replenish Mega Man’s energy levels. These include 
Energy pellets with just a bit of power and Energy balls with more. 

Energy crystal. Within the crystal is a full load of energy that Mega Man can 
carry with him until he needs it, kind of like a super vitamin pill. Press the 
start button and select the Energy Crystal for a recharge. 


Your weapons are also limited in their energy charges. When you select a 
weapon other than the standard one, you’ Il see a second energy level meter on 
the screen, to the left of the life energy meter. This second meter will tell you 
how much power remains in the selected weapon; when the power reaches zero, 
the device will no longer work. 

Weapons can be recharged by grabbing a Weapon Energy Pellet or a 
‘Weapon Energy Ball. 

And then there is a third energy meter that will appear on the right side of the 
screen when you do battle with the final robot of each level. It will tell you how 
many of your shots the robot can take before it is defeated. Pay attention to the 
level indicator here; if the weapon you are using doesn’t seem to be having much 
effect, you might want to press start and go to the subscreen to try a different 
weapon, if it is available and has enough of a charge. 


PASSWORD 
You have password entry to return to the exact point where you ended a previous 
game, an excellent way to practice your Mega Man moves. 

After you defeat each enemy, you will be offered a choice between Stage 
Select or Password. If you choose Password, the screen will display the current 
code. 

The designers use an unusual scheme for entry of the password. It is a 9-unit 
code that is entered by placing bubbles in a grid. It looks more difficult than it 
really is. One way to record the password would be to draw a picture of the grid 
as you see it on the screen; we find it better to convert the bubble positions to a 
“cell” or “coordinate” code, just like the ones used in spreadsheets. For example, 
consider the following display: 


Kaw» 
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The first bubble is in column 1 (a column goes up and down, like a column 
that supports a building) and row A (a row is like a row of seats in a movie 
theater, across the room). Therefore the first bubble is in Al or 1A. 

In this example, the other bubbles are in 3B (B3) and 4D (D4). We’ve only 
marked three bubbles here; there are nine in a real code. 

To enter a password, select Password at the beginning of the game. Move 
the cursor around the grid until it is in a cell where a bubble must be placed. 
When you are finished placing the bubbles, press start to begin the game. 


ENEMIES 
This game includes an unusual twist: as Mega Man defeats many of the enemies, 
he acquires their peculiar powers. So, not only do you get rid of pests, you can 
become one yourself! 
Following is a list of the bad guys in this game. The ones with the * after their 
names hold special powers which we will discuss in the following section on 
weapons. 


Air Man* 

Air Tikki 
Atomic Chicken 
Bubble Bat 
Bubble Man 
Clash Man* 
Crabbot 

Crazy Cannon 
Croaker 
Dragon 

Fan Fiend 
Flash Man* 
Gremlin 
Guts-Dozer 
Heat Man* 
Hot Dog 
Hothead 
Lantern Fish 
Lightning Lord 
Mecha Monkey 
Prop-Top 
Quick Man* 
Robo-Rabbit 
Snapper 

Wood Man* 
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WEAPONS 
Different weapons will have varying effects on different enemies. You'll want 
to experiment. 


Air Shooter. From Air Man. Toss a few tornados around. 

Atomic Fire. Get it from Heat Man. There are three different sizes of fireballs 
to throw; the longer you hold down the Fire button, the bigger the ball. 

Bubble Lead. A trick you can take away from Bubble Man. The bubble will 
roll in front of you and damage whatever it bumps into. 

Crash Bomber. From Crash Man, it can be thrown at the walls to get through 
some of them. Be careful: there is a short delay between throwing and the 
explosion. 

Leaf Shield. A great way to hide; pick up this trick from Wood Man. The Leaf 
Shield surrounds you with vegetation until you move; the leaves are then 
thrown in the direction of the arrow you push on the control pad. 

Metal Blade. A favorite of Metal Man. The designers call these “gears”; they 
look more like circular saw blades to us. You can throw as many as three at 
a time, in the direction the arrow on the control pad is pointed. This is one of 
the best weapons in your arsenal. 

Quick Boomerang. A lethal throwing weapon from Quick Man. Hold down 
the fire button for continuous release. 

Time Stopper. This one comes from Flash Man. It will freeze all enemies for 
a short while. 


FRIENDS 

1 Up. A googly-eyed little version of Mega Man, he’ll give you another life. 

Elevator. Get rid of Flash Man but hold onto this. Put it against a wall and you 
can travel very high. 

Energy Balls, Energy Pellets. More power to you. 

Energy Crystal. An instant life force recharge to carry around in Mega Man’s 
backpack. 

Jet sled. Defeat Air Man and take this away to fly over difficult places. 

Levitation platform. You get one when you defeat Heat Man. You can launch 
as many as three at a time. 

‘Weapon Energy Balls, Weapon Energy Pellets. More power to your weapons. 


| ALWAYS WANTED TO KNOW 

How do I destroy the dragon in the Dr. Wily stage? Follow the brick road, 
jumping from brick to brick until they end. The trick is to know when the dragon 
will appear. He’ll come from below and behind you. Jump up onto the ledges 
at the end of the bricks and use the boomerang against the dragon. From the top 
ledge, shoot the boomerang at the dragon’s head. Eventually, he’ll knock you 
down the middle ledge with his fireballs, now shoot at his midsection. Keep 
firing away; a turbo-fire joystick will help. 
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SUPER SECRET! 
Here’s a totally useless secret that’s kind of neat: Ordinarily, once you select 
your first opponent at the start of a game in the Round Select screen, that enemy 
will appear on screen for a moment against a display of 3-D stars. 

Intrepid Mega Man 2 players have discovered that if you press and hold both 
the “A” and “B” buttons and one of the arrow keys in the direction of the boss 
you have selected as a target and press the Start button, then the stars will be 
replaced by “chicks” winging across the screen. 

This seems to have no effect whatsoever on the game play, does not cure the 
common cold and will not do your math homework for you. We just thought 
you'd like to know. 


POWER PLAYER HINTS 
If ever there was a game that needed an arcade-style joystick, this is it! In fact, 
once we switched over to a joystick, we wondered how we had ever scored any 
points at all with the old NES controller pad. 

The manual recommends starting with AirMan, and that is not a bad sugges- 
tion. Other players prefer to begin with MetalMan to pick up his zizzing saw 
blades. In either case, get to AirMan before you face HeatMan, because you'll 
need AirMan’s jet sleds. 


UE 


Ce 
NFL Football™ 


Age: 12-Adult 
Difficulty: Hot Dog 


We don’t know about you, but we’ve always had the suspicion that the NFL 
“Playbook” the television sportscasters talk about is much more complicated than 
the average middle linebacker can handle. But hand that book to a computer, press 
the start button . . . and you’ve got “NFL Football,” anew football simulation game 
pak with a depth of detail unlike any other pigskin program we’ve seen. 

There are 20 offensive plays and 16 defensive setups that can be called, and 
we're talking here about real NFL-style strategy. That’s not all that is real: you 
start with a Coin Toss for possession and kickoff; you can choose a deep kick or 
an onside kick; once players have lined up in formation, you can call an audible to 
change the play; kicks can be affected by the direction and intensity of the wind 
(displayed on the scoreboard); there’s an Instant Replay of important plays on the 
“big screen TV” on the scoreboard; penalties can be accepted or rejected .. . 

There are three screens in the game: the Scoreboard, used to display the score, 
of course, but also used for the selection of plays; the 40-Y ard Game Screen, which 
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is an overhead view of the field, and the 15-Yard Close-up Screen, which will 
display the action when a pass is coming in to one of your receivers. 

If you are a serious football fan, or just wanted to get an idea of just how complex 
the game can be, this game is worth punting for. We looked at preproduction 
materials. 


MANUFACTURER: LJN Toys/(800) 628-3579 
NUMBER OF PLAYERS: 1 or2 


TYPES OF GAMES 

1-Player. Select the NFL team of your choice and play against the computer. 
The team package can be upgraded. 

2-Player. Go head-to-head against a friend, each managing an NFL team. The 
team package can be upgraded. 

1-Player with Handicap. An advanced version, you are allowed two upgrades 
and are charged extra penalties and fumbles only for the second upgrade. 

2-Player with Handicap. Similar to the one-player game, with each player 
receiving a free upgrade. 


UPGRADES 
The computer will offer you six different “team packages” for the team you 
have selected to coach. All of the packages are equally balanced as teams, but 
there are noticeable differences in the performance ratings of the various 
positions on the team. 

You can choose to upgrade a team package to improve weak spots or 
emphasize specific skills, using the onscreen menu of options. You will pay for 
this customization, though, with a higher risk of penalties and fumbles: every 
upgrade brings the possibility of as many as three random penalties and two 
random fumbles per game. 


CONTROLLER ON OFFENSE 
Arrows. Pick receiver to throw to; control direction of ball carrier 
“A” BUTTON. Snaps ball, hands off ball or passes ball. 
“B” BUTTON. Calls up receiver selection 
Start. Calls audible 
Select. Time-out 


CONTROLLER ON DEFENSE: 
Arrows. Jumps between available defensive backs; controls direction of de- 
fenders in play 
“A” BUTTON. Selects controlled back; diving tackle 
“B” BUTTON. Jumps for a pass 
Select. Time-out 
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A SAMPLING FROM THE PLAYBOOKS 
Here are some of the available plays you can put on in this game, with the Arrow 
Key commands. The commands are listed in this style: Up B, Down A. This 
means press the Up arrow and the “B” button together, then press the Down 
arrow and the “A” button. 

Also listed here for the offensive plays is the Audible that will be called at 
the line of scrimmage if you press the Start button. There is only one Audible 
for each pre-set offensive play. 

First, the offense: 


Left 1: Pitch Left. Up B, Up A. Audible: Play Action Pass Left. 

Right 1: Pitch Right. Up B, Down A. Audible: Play Action Pass Right. 

Left 1: Play Action Pass Left. Up B, Left A. Audible: Pitch Left. 

Right 1: Play Action Pass Right. Up B, Right A. Audible: Pitch Right. 

Deuce: Counter Trey Left. Down B, Up A. Audible: Slant Pass. 

Deuce: Counter Trey Right. Down B, Down A. Audible: Slant Pass. 

Deuce: Slant Pass. Down B, Left A. Audible: Counter Trey Left. 

Left Far: Slash Right. Down B, Right A. Audible: Flow Weak Pass Right. 

Right Far: Slash Left. Left B, Up A. Audible: Flow Weak Pass Left. 

Left Far: Flow Weak Pass Right. Left B, Down A. Audible: Slash Right. 

Right Far: Flow Weak Pass Left. Left B, Left A. Audible: Slash Left. 

Ralph 1; 24 Lead. Left B, Right A. Audible: Roll Right Pass. 

Ralph 1: Roll Right Pass. Right B, Up A. Audible: 24 Lead. 

Lou Split Gun: 54 Draw. Right B, Down A. Audible: Deep-in Pass Right. 

Lou Split Gun: Deep-in Pass Right. Right B, Left A. Audible: 54 Draw. 

Lou Split Gun: Delay Pass Right. Right B, Right A. Audible: Deep-in Pass 
Right. 

Punt. Left arrow, Start. 

Fake Punt: Run. Right arrow, Start. 

Field Goal or PAT. Up arrow, Start. 

Fake Field Goal: Pass. Down arrow, Start. 


Here’s the Defensive Playbook: 


34 SAM: Run. Up B, Up A. 

34 SAM: Pass. (4 Under Zones, 3 Deep Zones) Down B, Down A. 
34 Over Will: Run. Up B, Down A. 

34 Over Will: Pass. (4 Under Zones, 3 Deep Zones) Down B, Left A. 
42: Run. Up B, Left A. 

42: Pass. (5 Man-to-Man, 2 Deep Zones) Down B, Right A. 

42 Blitz. (All Man-to-Man) Left B, Left A. 

43: Run. Up B, Right A. 

43: Pass. (5 Under Zones, 2 Deep Zones) Left B, Up A. 
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43 Saw: Run. Down B, Up A. 

43 Saw: Pass. (All Man-to-Man) Left B, Down A. 
Punt Return Right. Right B, Down A. 

Punt Return Left. Right B, Left A. 

Fake Punt Defense. Left B, Up A. 

Field Goal/PAT Block. Right B, Right A. 

Fake Field Goal Defense. Left B, Right A. 


POWER PLAYER HINTS 
You’ve got to put in the time on the practice field and studying the offensive 

and defensive playbooks. 
Don’t fall into the easy trap of going for an all-passing game; just like a real 
coach, you should try to establish your running game first and then use passes 


as variations. 


Operation Wolf™ 


Age: 6 to Adult 
Difficulty: Hot Dog-Master of the Game 


Any arcade game player will want to have this capable translation in his or her 
collection. Operation Wolf was one of the runaway hits of action games in the 
coin-operated arcade world. 

This game can be played with the Zapper Light Gun or equivalent for point, aim 
and shoot action, or it can be used with a controller pad. In the controller pad 
version, you will use the arrow keys to move a target crosshair on the screen. 

The story line is this: You are the leader of Operation Wolf, an American rescue 
and attack team, dispatched deep into the jungles of South America to rescue U.S. 
Embassy officials taken prisoner by terrorists. You have to fight your way through 
six different, detailed scenes to make it to the airport with your rescued hostages. 


MANUFACTURER: | Taito/(604) 984-3040 
NUMBER OF PLAYERS: 1 
LIGHT GUN 


To use a Zapper Light Gun or other Light Gun, plug into Port 2 and plug an 
NES control pad or equivalent into Port 1. 
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“SUORE 


Eh Eha 


EIIE 


CONTROL PAD 
Start. Press Start to begin the game using the control pad. 
Arrows. Moves the gunsight left and right. 
“A” BUTTON. Fires machine gun. 
“B” BUTTON. Launches grenade. 


GUNSIGHT CONTROL 
At the start of a game using the NES controller, you can adjust the speed of 
response of the onscreen controller. Use the Select button to cycle between 
speed choices of Slowest, Slower, Medium, Faster and Fastest. 


LIGHT GUN 
Plug a controller pad or joystick into Port 1 of the Control Deck and the Light 
Gun into Port 2. 


Start. Pull the Trigger to start the game. 
Trigger. Fires machine gun. 
Trigger and “B” BUTTON on Controller. Launches grenade. 


NUMBER OF LEVELS: 4 
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NUMBER OF MISSIONS 
6 missions in each level. A level is completed when you escape from the airport 
with your rescued prisoners. Here are the missions, in the order you will come 
to them: 


Communications Center. 

Jungle. You'll find enemies on land, air and in the water here. 

Village. The terrorists are in the huts. 

Ammo Dump. End this scene with a bang. 

Prison Camp. Fiercely defended by 12 helicopters and a full complement of 
troops. 

Airport. The enemy is here, too, as you fight your way to your escape plane. 
Before you can get out of the airport, you’ll have to shoot down the huge 
HIND Helicopter that patrols there. 


NUMBER OF LIVES 
1. The display at the bottom of the screen shows how much damage you have 
sustained; when the display bar changes to all red, your player dies and the game 
is over. A player can restore energy by capturing energy drinks. 


ON-SCREEN DISPLAY 
At the bottom of the screen is a display of your current status. There’s a lot of 
information to monitor here; you may want to press the Start button from time 
to time to pause the action so that you can examine your status. 

The first indicator is your current score. 

The most important status, of course, is your Damage Level indicator at the 
bottom of the screen. It will start out as all yellow, but as you are hit by enemy 
fire it will begin to turn red. When it is all red, the game is over. 

Here are the first three indicators in the center of the status area, from left to 
right: 


Timer for free bullets. 
Number of magazines of bullets remaining. 
Number of grenades. 


The middle indicator, with the picture of a man, is the Number of prisoners 
rescued. 
The three indicators to the right of the rescued prisoners indicate the follow- 


ing: 


Number of enemy troops remaining. 

Number of enemy helicopters remaining. 
Number of armored cars remaining, or 
Number of gunboats (in jungle mission only). 
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DON’T SHOOT! 
You'll be penalized with loss of injury points if you hit innocent Children, 
medical personnel such as Nurses Carrying Stretchers or the Prisoners you 
have been sent in to rescue. 
At several points in the game, an enemy general will appear on screen, but 
the coward will be hiding behind an innocent woman hostage. You’ve got to be 
a sharpshooter here, hitting the general and not his prisoner. 


RESCUING THE PRISONERS 


A prisoner is rescued when he successfully crosses the screen from the right to 
left. 


SCORING POINTS 
For your primary objective, Rescuing the prisoners, you will be awarded 
10,000 points. 
You will earn points by hitting the following enemies with your bullets or 
grenades: 


Field Soldier. 50-150 points 
Motorcycle Soldier. 150 points 
Armored Solider 

Guerilla Soldier. 200 points 
Soldier with Knife. 300 points 
Armored Car. 

Gun Boat. 1,000 points 
Helicopter. 2,000 points 
General. 5,000 points 
HIND Helicopter. 7,000 points 


After you complete the airport mission, the President will give a speech and 
award you points depending on the number of prisoners you have rescued. The 
bonus points range from 60,000 for coming out without any prisoners to 110,000 
for bringing back five POWs. 


SECRET WEAPONS 
There are a number of special items you should aim for when they appear on 
screen: 


Chicken. Brings you extra grenades. 

Dynamite. Blows up all of the enemies on the screen. 

Free. Gives you free rapid fire for 10 seconds (bullets will not be subtracted 
from your storage.) 

Grenade. Gives you extra fire power. 
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Magazine. A package of 20 bullets. 

Pig. Extra magazines of bullets. 

Power Drink. Reduces your injury level. 
Vulture. Extra magazines of bullets. 


You can collect a maximum of nine bullet magazines and nine rocket 
grenades during the game. 


DANGER! 
Watch out for the Soldier with the Knife when there are prisoners on the screen. 


CONTINUE 
You will be allowed to continue the game once in all missions except for the 
Prison Camp or Airport. You will return to the same setting where you were 
killed, although you will start with a smaller amount of weapons. 


POWER PLAYER HINTS 
Most players will find that this game is much better suited to the light gun than 
to the controller pad. 

Grenades do not require as careful aiming as do bullets. In fact, if you can 
launch a grenade so that it explodes in the vicinity of one or more helicopters, 
armored cars or gunboats, you should be able to take them all out with one 
grenade. 

Go for the heavy equipment first—the helicopters, gunboats and armored 


— =99 


Phantom Fighter™ 


Age: 6 to 16 
Difficulty: Hot Dog 


This is a Kung-Fu kick and punch game with a nice twist: you are fighting the 
strange and sometimes comical Chinese ghosts called Kyonshies. 

The game itself includes some of the most handsome and carefully drawn 
graphics we've seen in this sort of martial arts game, and there is an interesting 
Chinese melody in the background. The opening ghost scene is worth watching in 
your room with the lights out. 


MANUFACTURER: — FCI/(312) 968-0425 
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NUMBER OF PLAYERS: 1 
CONTROL PAD 


Villages 
Arrows. Left and right move Kenchi in those directions. The Up arrow is 
used to enter a building. 
“A” BUTTON. Press it when you are in front of a building to find out its 
name. 
“B” BUTTON. Not used. 


Buildings 3 
Arrows. Left and right move Kenchi in those directions. The Up arrow 
makes him Jump. The Down arrow makes him Crouch. 
“A” BUTTON. Kicks. 
“B” BUTTON. Punches. 


NUMBER OF VILLAGES 
There are 8 villages, with many houses, temples, graveyards, a Kung-Fu school 
and other buildings to be explored in each. 

You can go to the school for special Phantom Fighting Lessons, once you 
have Scrolls to trade. You'll have to pass a quiz first, though. 

When you enter a location in one of the villages, you will quickly run into a 
Kyonshi. Go at him or her with kicks, punches and jumps. If you can defeat the 
Kyonshi, a door will open and another one will appear; when all of them are 
gone, a final door will open and the grateful villagers will come to praise you, 
give you information and special items. 


SCREEN DISPLAY 
In the villages, at the top of the screen you will see, from left to right: 


Name of the village. 

Number of scrolls you have recovered. 
Items you have picked up. 

Number of Jades you have obtained. 


In the fighting scenes inside of buildings, you will also see two Life Energy 
gauges. The one on the left is Kenchi’s; on the right is the power possessed by 
the Kyonshi. If you can run the ghost’s energy down to zero, you have defeated 
him. 


NUMBER OF LIVES 
One. When Kenchi’s Life Energy gauge reaches zero, the game is over. 
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SECRET WEAPONS 
You will gain special items when you defeat the Kyonshies in each location. If 
an item (other than a scroll) disappears or breaks, you can go back to where you 
first obtained it to get another one, but you’ll have to fight those ghosts again. 
You are able to select items for use when you meet your assistant at the exit 
of each location. Use the arrow keys to select and then press either the “A” or 
“B” buttons. 
Here are some of the special items you can obtain: 


Ancient Scroll. Collect them for tuition at the Kung-Fu School. 

Bell. You’ll find a good use for it deep in the game. 

Jade. Collect three of them in order to be allowed into the house in each village 
where the boss Kyonshi is waiting. 

Mysterious Mirror (Tonten). Can be used to hypnotize Kyonshies for a short 
while. 

Sacred Sword. A good weapon with a limited number of uses. 

Talisman. A one-time Kyonshi-freezer. 


ENEMIES 
Your principal enemies are the Kyonshies, Chinese ghosts. There are at least 


nine types you'll encounter: 


Genyoshi. A boss, possessed of magical double vision. 

Kimenshi. Slow, but strong. 

Raunshi. A boss Kyonshie, and a strong opponent. 

Ryukyoshi. Very tall and great jumper. 

Shanshi. A sneaky female. 

Sosekushi and Zanshi. The most common. Difficult, but not your toughest 
Opponent. 

Weekyonshi. Small and quick, but weak. 


There is also a baby Kyonshi, called a Conshi. There is a way to make them 
your friends. 


POWER PLAYER HINTS 

Don’t stick around and get into hand-to-hand combat with the Kyonshies. You 
want more of a guerrilla warfare style: strike quickly and sharply and then pull 
back. 


USING PASSWORDS 

You can Continue the game by choosing that option at the end of a session. Or, 
you can record the 12-character Password and enter it the next time you play 
the game to resume action at the point where you were killed off. 
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Prisoners of War™ 


Age: 5 to 16 
Difficulty: Apprentice-Hot Dog 


We 
ELE 
EHH 


It’s a dirty job they hand Captain “Bart.” The Government of Offensive Network 
has plans to interfere with the world economy and create a global smuggling ring. 
Bart is told to allow himself to be captured and held prisoner by the GOONs. 
(Government of Offensive Network: GOON. Get it? We don’t make these things 
up, folks.) 

This is Double Dragon in the jungle. There are some interesting effects, 
including an ability to throw knives that seems painfully real, and some interesting 
graphics. The play action is kick, punch, leap; leap, punch, kick. 

This is an NES version of the hit arcade game, with additional scenes and more 
secrets, 


MANUFACTURER: SNK/(800) PLAY-SNK 
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NUMBER OF PLAYERS: 1 


CONTROL PAD 

Arrows. Move Bart around the screen. 

“A” BUTTON. Kicks or fires gun. 

“B” BUTTON. Hits with fist or gun butt, or throws knife or grenade if you are 
holding these items. 

“A” and “B” BUTTON. Press at same time to Jump Kick. 

Arrow key and “B” BUTTON. Press arrow in direction opposite the one Bart 
is facing and press the “B” button to execute a Back-Punch. 


NUMBER OF LEVELS: 4. They are 


First Level: Prison Camp. You’ve got to slog your way through a whole bunch 
of soldiers, commandos and Green Berets in this barbed wire fortress. Be 
sure to clear out all of the rooms, including the nicely drawn shed; once Bart 
enters, you only see bits and pieces of him through holes in the wall. The 
boss is in an assault helicopter you’! have to deal with. 

Second Level: Industrial Area. More enemy troops, including Bike Soldiers 
and Frogmen. Watch out for traps. 

Third Level: Guerrillas in the Jungle. What cliff?! 

Fourth Level: Communications Headquarters. The final, and most difficult 
challenge. 


NUMBER OF LIVES 
3 to begin with. You will gain an additional life with every 30,000 points you 
collect. See Super Secret! for a very special inside hint for this game. 


SECRET WEAPONS 
You'll find a number of Power-Up items as you make your way through the 
various levels of the adventure. They include: 


Brass Knuckles. They’!l double your punching power, making your fists into 
lethal weapons. They’ll stay with you until you lose a life. 

Bullet-proof Vest. A large “A”-shaped symbol. They’ Il help you until you lose 
a life. 

Combat Knife. Knock down an attacker carrying a knife and you can pick one 
up. You’ll be able to throw it in the direction your player is facing. You lose 
the knife when you throw it or when you lose a life. 

Grenade. Very helpful against helicopters and armored cars. Grab them from 
GOON soldiers when you knock them out. You'll lose your grenade when 
you throw it, or lose a life. 

Life. An “L”-shaped symbol, it will add an extra life. 
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Machine Gun. A large “G”-shaped symbol. The most powerful weapon in this 
game, but it only comes with 10 bullets. You’ll lose the machine gun if you 
drop it, use up your supply of bullets and when you lose a life. 


SUPER SECRET! 
Here’s one you’re going to like, a way to start the game with 20 lives! Wait until 
the title screen is displayed and then enter the following code using the “A” and 
“B” buttons and the arrow keys: 


ABB UP UP DOWN LEFT 


Then press START. 
This trick is almost as good as having an endless Continue command. 


POWER PLAYER HINTS 
Grab those knives and machine guns. The knives are great in one-on-one 
battling; use the gun, in short bursts, when you are facing a roomful of bad guys. 
You will learn very quickly that your attackers will sometimes come at you 
in groups. But there are also some situations where you can draw them out one 
or two at a time by moving very slowly to the right instead of just zooming 
through. 
The guys on the motorcycles are too tough; you're better off avoiding them. 


RoaadBlasters™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


Wanna go out for a pleasant Sunday drive? That’s all this game is. Except the road 
has land mines and toxic chemical spills. And, oh yes, there are people out there 
who are shooting at you, but it’s okay since you’ ve got your own artillery gun and 
other supplies that are brought to you by your own personal support jet plane. 

This is the much-awaited NES translation of the arcade blockbuster. We looked 
at an early preproduction version. 

There’s not much of a story. Drive, they said. 

One unusual element of the game is the award it gives you for your skill. On the 
control panel (the dashboard of the car) you'll see a Multiplier factor. Every time 
you hit and destroy a target with a single shot, the Multiplier will be increased by 
1, up toa maximum level of 10. If you fire at a target and miss, the Multiplier will 
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be reduced by 1, down to the minimum level of 1. Every point you earn in the game 
are multiplied by the current factor before they are added to your score. 


MANUFACTURER: = Mindscape/(312) 480-8715 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
Arrows: Use Left and Right to steer in those directions; press the Up arrow to 
speed up, and press the Down arrow to slow down. When you stop pressing 
Up, the car will maintain its speed. 
“A” BUTTON: Fires guns in the direction your car is facing. 
“B” BUTTON: Fires a special weapon. 


NUMBER OF WORLDS 
There are 12 regions with a total of 50 levels. There are also Rally Points at the 
end of each level. The regions and levels are 


Bubble City. Levels 1-3. 
Forest. 4-10. 

Desert. 11-14. 

Ground Zero. 15-18. 
Crystal Palace. 19-22. 
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Weapons Factory. 23-26. 

Power Plant. 27-30. 

Science Complex. 31-34. 

Molten Zone. 35-38. 

Ground Zero. A return engagement for levels 39-42. 
Bubble City. Back again, for levels 43-36. 

Sunset Strip. 47-50. 


NUMBER OF LIVES 
3 to start. You will lose a life when your vehicle is blasted or smashed, or if you 
tun out of fuel. Youcan replenish your fuel supply by grabbing green and orange 
fuel globes on the road. Your tank will also be filled when you pass a Check 
Point at the halfway point of each level, and when you arrive at the Rally at the 
end of each level. 


SECRET WEAPONS 
There are some very valuable special weapons you will be able to add to your 
arsenal when they are dropped by your support jet. When you grab one, its name 
will be displayed on the control panel; use the “B” button to activate it. 


Cruise Missile. Knocks out anything in front of you. Youcan use it three times. 
Warning: the missile will also destroy any fuel globes on the screen. 

Electro Shield. Protects you from all enemies. While it is in effect, you can 
destroy other cars on the road by driving right through them. You can use it 
three times. 

Nitro Inject. Zzzzoooommmm. You'll have three opportunities to speed up to 
298 mph for a short period of time. 

U.Z. Cannon. A machine gun with unlimited ammunition. 


ENEMIES 
The rules of the road in this game are pretty simple: kill or be killed. Here are 
some of the enemies and obstacles you will face: 


Command Cars. These big blue vehicles cannot be destroyed with ordinary 
cannon fire; you’ll need a Cruise Missile, or the Electro Shield. Worth 100 
points. 

Cycles. Annoying motorcycles that will get in your way. Worth 100 points. 

Gun Turrets. Red and blue enemy strongholds that will fire at you as you pass. 
You can take them out with gun or cannon fire. Worth 200 points. 

Mines. If there is a hidden mine in the road ahead of you, an orange indicator 
light left of your reserve fuel gauge will flash. You can try to steer between 
them (slow down!) or blow them up with a Cruise Missile, or activate one of 
your Electro Shields for a short period of invincibility. 
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Rat Jeeps. Ask your dad about drivers like these: they’1l speed up to pass you 
and then slow down in front of you. Worth 50 points. 

Stingers. Orange pests. Worth 50 points. 

Toxic Spills. Spin out! Try to avoid them. 


CONTROL PANEL 
The dashboard displays your current status. Here’s what you can learn, from 
left to right: 


Multiplier. An indication of your shooting accuracy. The number will go up 
with each hit and down with each miss; scores are multiplied by the number 
you see here. 

Mine Indicator. When it flashes orange, you might want to think about doing 
something about that land mine somewhere in front of you. 

Reserve Fuel. This is your backup supply of fuel available after the main tank 
is empty. Reserves are filled at rally points, depending on how many points 
you’ ve earned. 

Fuel. This indicator, in the center of the control panel, tracks available fuel. The 
main tank is refueled at check points, and you can also refill by grabbing fuel 
globes. 

Speed. The maximum speed is 212 mph before you use a Nitro Inject. 

Score. 


POWER PLAYER HINTS 
Use the score multiplier by making every shot count. You can earn ten times as 
many points. 


POWER ZOOMING 
You'll have three chances to finish all 50 rallies in one game. After three 
Continues, you’ ll have to start from the beginning again. 
At the start of the game, you can choose to start in any of the first three (of 
12) regions: Bubble City, Forest or Desert. 
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Robocop™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


PART MAN. 
PART MACHINE. 
ALL COP. 


Detroit has become so bad that it’s not safe for cops to walk the streets anymore. 
In fact, the city has disbanded the police force and hired a private company, O.C.P., 
to fight the vicious criminals who have taken over. 

The main weapon of O.C.P. is Robocop, an all-but-unstoppable, almost inde- 
structible law enforcement cyborg. Cyborg, as in half man and half machine. 

As Robocop, you will set out to clean up the city, rescue the mayor, shut down 
the drug rings and confront the betrayal at the top of O.C.P. 

This is a game with a great deal of onscreen detail and a lot of play action. The 
NES game, like versions for the IBM PC, Atari ST, Commodore 64/128 and 
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Amiga, are based on the coin-operated arcade hit, which was in turn based on the 
movie of the same name. 


MANUFACTURER: Data East/(408) 286-7074 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
Arrows. Move Robocop Left or Right, Up or Down. 
“A” BUTTON. Fires Weapons in the direction you are facing. 
“B” BUTTON. Punches in the direction you are facing. 
Select. Gives you a temporary shield against injury, but uses up your energy at 
a faster than ordinary rate. 


NUMBER OF MISSIONS 
You have been given 6 assignments on the streets and in the buildings of Detroit: 


Level 1: Clean Up the Streets. This is your basic urban jungle, with wild thugs 
who will snipe at you from sidewalks, windows and alleys. Watch out for the 
rabid dog packs, too. 

Level 2: The Mayor Held Hostage. An unhappy former city employee has 
taken the mayor andis holding him in City Hall, surrounded by a disorganized 
army of criminals. Use your Infrared Vision, and be careful not to shoot 
innocent bystanders, if there are any in this sewer! 

Level 3: The Drug Factory. You must break into and destroy a cocaine 
distribution center, watched over by the drug lord and his guards. 

Level 4: Betrayal at O.C.P. HQ. You find out that one of your own superiors 
is the secret boss of the Detroit crime ring. 

Level 5: The Battle at the Steelworks. This is a wild shootout against heavily 
armed enemies, conducted up and down the levels of the steelworks. 

Level 6: The O.C.P. Boardroom. Big Crime is sometimes Big Business. This 
will be Robocop’s ultimate test. 


NUMBER OF LIVES 
The game is over when you run out of time or cannot take any more hits. There 
are Power-Ups you can obtain to extend your time and energy. 

Watch the screen for the Energy/Power Alarm. It will flash whenever the 
energy or hit levels drop below three units or whenever either indicator drops 
suddenly. When the alarm comes on, you had better find a way to restore 
yourself quickly, 
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SECRET WEAPONS 
You'll start out the game armed with the standard issue Auto-9 hand gun. You'll 
be able to pick up other weapons as you move along; you’ll be able to bring 
them with you from level to level, providing you have ammunition. You switch 
from weapon to weapon by pressing the Start button and then using the arrow 
key to scroll through the list of weapons you are carrying. Press Start again to 
return to the game. 
Here are the specifications of the weapons: 


Auto-9. A special hand gun, most effective at short and medium ranges. One 
shot is all that is usually needed. 

Machine Gun. A good tool when you are facing a gang of attackers. Comes 
equipped with 50 bullets that will be continuously fired for as long as you 
hold down the trigger—don’t waste them. Good for short and medium-range 
shooting. 

Cobra Gun. The most powerful gun, available only in the upper levels of the 
game. Comes with a very limited supply of ammunition. 


Since you are Robocop, of course, you have some super-human abilities. Pay 
attention to the special function indicators on the screen: 


Foe Detector. Think of this an enemy-detecting radar. It will flash when a foe 
is approaching; it will flash very fast when you get near the toughest enemy 
who waits at the end of each level. 

Infrared Vision. When this indicator is blinking, you are able to locate enemies 
by searching for the heat their bodies give off. Look for the part of the screen 
that is flashing and then hit it with your best punches. 

Punch. When this indicator blinks, it means that your enemy is immune to all 
of your sophisticated weapons and you’ve got to fight it out with him 
man-to-cyborg. 


Pick up Battery Rechargers to give yourself more time. 
Munch on Power Food to restore your energy level. 


POWER ZOOMING 
Once you have gone past the first level, you will be allowed three continues at 
each higher level. You will find yourself at the beginning of the highest level 
you have reached. Unfortunately, you will have lost all of your weapons except 
for your trusty Auto-9, 
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Sesame Streef® 1-2-3™ 


Age: 3to6 
Difficulty: Novice 


For all of these years, we’ve been watching Grover and Ernie and all of those other 
lovable Muppets on television and doing what they told us to do. Now, finally, we 
can tell them where to go! 

This is the first of a planned series of educational games for young children from 
the folks at Sesame Street. Actually, there are two different games inside the 
cartridge. One is called Astro-Grover, and is a basic arithmetic program; the second 
is called Ernie’s Magic Shapes, and helps with shape and color matching skills. 

Both games are designed to be played by a youngster aged 3 to 6; in most 
instances, we would expect that a parent or other adult would be needed to work 
with the child. The manual is written for the adult, and includes information on the 
specific skills that are to be exercised. 
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We tested the game on Tessa, a precocious 4-year-old. She was thrilled to have 
her own Nintendo game, after watching her 6-year-old brother play with game after 
game that had no appeal to her. She gave the game a sticky thumbs-up. 


MANUFACTURER: Hi Tech Expressions/(212) 941-9703 


NUMBER OF PLAYERS: 1. A parent should help out. 


Astro-Grover 


Is it a bird? Is it a plane? No! It’s Astro-Grover and he’s here to help young 
players leam arithmetic. 

Your assignment is to count, add and subtract the Zips from the planet Zap as 
they arrive for a visit to Earth. 

There are five levels within the game: 


How many Zips? A spacecraft full of Zips arrives and the friendly aliens scurry 
out. Count them and then use the arrow keys to move the box at the bottom of 
the screen to surround the correct number. Press the “A” or “B” buttons when 
you’ ve got the right one. 

If you guess right, the man in the moon will smile, and the Zips will build part 
of the city below. Make a mistake and you can try again. Get five right and the 
city is done and you’ve won! 


Beam that number. You've got to match the number that appears on the Zips’ 
spaceship with the number of Zips that are in Astro-Grover’s Astrobeam. 


Adding Countdown. The Zips are ready to return to their spaceship. Count 
each group of Zips and then add them together. 


Take It Away, Zips! Count the Zips on the screen, then subtract the number 
that leave and tell us how many are left. 


Sum up, Sum Down. Can you find the right combination of groups of Zips to 
match the number on the ship. 


PARENTS: Astro-Grover works on basic number/numeral correspondence, 
counting, addition and subtraction and number pattern recognition. The adult 
should encourage the child to point and count each Zip as it appears, and to say the 
total. 
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Ernie’s Magic Shapes 
There are six activities within Ernie’s Magic Shapes. They are: 


Presto Shape-O. Match the shapes. 
Abracadabra...Colors! Match the colors. 

Zip Zap the Shapes. More shape matching. 
Poof Pop the Colors. More color matching. 
Shazam! More Shapes. Harder shape matching. 
TaDah! What a Figure. Most difficult shapes. 


PARENTS: Emie’s Magic Shapes helps children practice visual discrimination 
of shape recognition, shape and color matching and identification of embedded 
figures. The adult should encourage the child to talk about the shapes and colors 


on the screen. 


Sky Shark™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


From out of the past, by way of the arcade, comes Sky Shark, a shoot-em-up 
simulation that puts you at the controls of a P-40 Tiger Shark fighter. 

This is another one where the story line can be more than a little confusing when 
you remember this is a Japanese game sold in the American market, but here it is: 
It is World War II and you are the pilot of a P-40 flying in search of American 
POWs. These prisoners have been hidden deep in enemy territory—a cartoon in 
the instruction manual shows a long line of prisoners being marched in a scene that 
looks somewhat like the Japanese forced march of Americans on Bataan. 

There is a great deal of detail in the screens of this game, which scroll beneath 
your fighter from top to bottom. Inside the cartridge is 1.5 megabits of information. 


MANUFACTURER:  Taito/(604) 984-3040 
NUMBER OF PLAYERS: 1 or2 
CONTROL PAD 

Arrows. Moves the fighter left or right. 


“A” BUTTON. Fires machine guns. 
“B” BUTTON. Launches bombs. 
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NUMBER OF LEVELS: 5 


NUMBER OF LIVES 
4 aircraft to start. Planes are lost when they are shot down or collide with a 
target. You will gain an extra aircraft with every 50,000 points you earn. 


SECRET WEAPONS 
You begin the game with three bombs for each of your aircraft. There are a 
number of Bonus Items you can eam, including 


Bombs. Capture the “B” you’ ll see when certain of the enemy ground targets 
are destroyed to add an extra bomb to your load. The maximum number of 
bombs your fighter can carry is eight. 

Firepower. Capture the “S” symbol you will see after you shoot down a 
formation of eight Red Enemy Aircraft. Each one you collect adds more 
features to your plane; the special abilities are lost when the plane is shot 
down. 


ENEMIES 
The enemy will throw almost everything it can at you, including small fighter 
planes and larger one-, two- and four-engine bombers in the air; various types 
of tanks and fortified bunkers on the ground, and PT boats, gunboats and large 
ships with naval guns at sea. 


DANGER! 
Watch out for tanks in the trees. 


POWER PLAYER HINTS 
Save the bombs for large targets. 
In an emergency, a well-placed bomb can deflect a group of bullets. 


POWER ZOOMING 
You are allowed to Continue three times in each game. At the end of the game, 
press the Start button before the timer reaches zero. 
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Spy vs. Spy® 


Age: 6 to Adult 
Difficulty: Hot Dog 


All you’ ve got to do is get out of the embassy with your secret papers. What could 
be easier? 

Well, actually, you need to find the briefcase first. Oh yes, then you’ve got to 
fill it up with papers. And then you need to find the exit—there’s only one way 
out. Okay, okay: you’ve also got to locate your Passport, Bag of Money and Keys. 

So maybe it’s not all that simple after all. It is certainly one of the more 
innovative of the games for the Nintendo system. 

This game introduces the concepts of “Simulvision” and “Simulplay”. In 
Simulvision, the screen is split in two parts, with the top half showing the 
movements and activities of the White Spy, while the bottom half shows the Black 
Spy at work. Simulplay means that the two players—whether they are two humans 
or the computer and a human opponent—go about their activities at the same time. 
The trick to this game becomes paying attention to the doings of your own spy at 
the same time as you watch what the other guy is doing. 

You'll need to work on your memory abilities to keep track of where you may 
have hidden items, and also what your opponent is up to. 

This is a very attractive computer version of the classic cartoon series that has 
been running for decades inside Mad Magazine, pitting the stick figure White Spy 
against his bumbling nemesis Black Spy. When one spy gets zonked by a Booby 
Trap, the other one giggles. 

It includes an almost wistful musical score we liked, too, although it gets a bit 
repetitive. 

The well-designed game includes a self-playing demonstration as well as the 
options for a 1-player or 2-player version. You can also select any of the eight 
levels to start with. 


MANUFACTURER: Seika/(213) 373-8127 
NUMBER OF PLAYERS: 1 or 2 
CONTROL PAD 


Arrows. Move the spies within the rooms. The Up arrow brings you toward 
the top of the screen, the rear of the room. The Down arrow brings you 
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towards the front. You can also go up or down a ladder between floors of 
some of the levels. Left or Right move you in the indicated direction. 

“A” BUTTON. The Action button. Depending on the situation, it will 
Open or Close Doors 
Open or Close Items You Find 
Place or Set Traps 
Punch or use a Weapon 
Collect or Place Items 
Collect a Remedy 
Raise or Lower a Ladder 
Open or Close a trap door. 

“B” BUTTON: The Booby-Trap button. It will place a trap depending on the 
number of times you press it, as follows: 
1. Dynamite 
2. Giant Spring 
3. Water Bucket 
4. Time Bomb 

Beyond the booby traps, you can also use the “B” button to examine the 

Map of the Embassy. 
5. View map 
6. Game Screen. 
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NUMBER OF LEVELS: 8 


NUMBER OF ROOMS 
A total of 197! The number of rooms varies in each level, with some levels 
having two floors. 


NUMBER OF LIVES 
1. You’ll keep playing for as long as there is time on the clock. 


CONSULTING THE MAP 
Where in the Embassy are you? Where is that other spy? And where are the 
Booby Traps? 

Like any self-respecting spy, you’re carrying a map at all times. Just cycle 
through the choices available with the “B” button by pressing it 5 times to call 
up the map. 

On the map, a room with a small Yellow Square tells you there is a Booby 
Trap in place, A room with a small Blue Square or Blue Circle contains one 
of the items you are searching for. The large White Square and Black Square 
disclose the locations of the two spies. 

The only Booby Trap that will not be shown on the map is the Time Bomb. 
See the Power Player’s Hints for a way to see if one is in place in a room you 
enter. 


TIMING 
Both players start with the same amount of time, which varies according to the 
difficulty of the level you’re in, as follows: 


Level 1: 5 minutes. (1 Floor, 2 Rooms) 

Level 2: 6 minutes. (1 Floor, 13 Rooms) 

Level 3: 7 minutes. (2 Floors, 12 and 8 Rooms) 
Level 4: 10 minutes. (1 Floor, 24 Rooms) 

Level 5: 15 minutes. (2 Floors, 15 and 14 Rooms) 
Level 6: 15 minutes. (2 Floors, 20 and 11 Rooms) 
Level 7: 20 minutes. (2 Floors, 23 and 17 Rooms) 
Level 8: 20 minutes. (2 Floors, 25 and 9 Rooms) 


You can be penalized time on your clock for losing Hand-to-Hand Combat 
sessions. 


HOW TO GRAB ITEMS 
First of all, here’s some of what you’re looking for: 


Briefcase 
Keys 
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Money 
Passports 
Secret Papers 


Move next to an item you want to open or lift and then press the “A” button. 
It will open or move away, and if you’re lucky, you'll find one of the items 
you’re searching for; if not, you may be stumbling into one of the Black Spy’s 
Booby Traps! 

You can also hide things in the rooms you visit. 

When you find one of the objects, a bag will appear in your spy’s hand and 
a picture of what’s inside will appear in the Inventory window on the screen. 

Until you’ ve got the Briefcase, you can only carry one thing ata time, so you 
may want to stash away your goodies until you find it. 
BOOBY TRAPS 

The main weapons of the White Spy and Black Spy throughout their history 
have been Booby Traps of one sort or another. In this game, there are also a 
few traps that have been placed by embassy security personnel, too. 

You’ve got to put the Booby Traps in the right place, of course, of the gag 
won’t work: 


Buckets of Water go on top of closed doors so they’ Il dump on your opponent 
when he enters. 

Dynamite Bombs go in furniture or behind pictures. 

Giant Springs are hidden in furniture or behind pictures, too. 

Time Bombs can go anywhere. 


You cycle through the available Booby Traps by using the “B” button; once 
you have selected one and are carrying it (any items you were previously 
holding will be automatically hidden in that room) you can carry it from room 
to room. When you want to place a Booby Trap, use the “A” button. 

All of the Booby Traps, except for the Time Bomb, have a Remedy that can 
be used to Disarm them. You’ll need to find them somewhere in the room, as 
follows: 


Umbrellas. Protects you from Water Buckets, of course. You’ ll find them just 
where Umbrellas should be, hanging on the Coat Rack. 

Water Bucket. Can be used to douse the Dynamite Bomb. They'll be found 
in the Red Fire Boxes mounted on the wall. 

Wire Cutters. Used to snip away at the Giant Spring Booby Trap. You'll find 
them in the White Tool Boxes on the wall. 
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HAND-TO-HAND COMBAT 
If both spies end up in the same room, they can get into a scuffle. The winner 
of the battle gets to search the room for anything hidden for the 10-second period 
after the other spy is knocked out. 

If you carry an object into the room where the other spy is waiting, that item 
is automatically hidden in the room somewhere. If you come into the room with 
a hidden weapon, you'll get to use it here. You might not want to fight against 
a spy if you noticed he picked up a weapon. 

Use the “A” button to fight. Every time you manage to hit your opponent, he 
will be weakened: watch the level on the Power Indicator Bar for an indication 
of remaining strength. Red is good, Blue is bad; the first spy to run out of power 
is knocked out for 10 seconds, and will also lose 30 seconds from the game 
clock. 


HOW TO GET OUT 
By finding the Exit, of course. It’s marked with a picture of an Airplane. But 
don’t try to get out without carrying a Briefcase with Keys, Money, Passport 
and Secret Papers. The Security Guard is there to make sure that you are 
carrying just the right combination of illegal items out the door. 


POWER PLAYER HINTS 
If you try to hide something in a piece of furniture, but it won’t go in, it may 
mean that something else is already hidden there. What could it be? 

If your power indicators are too low, you might want to set offa Booby Trap. 
You'll be penalized 10 seconds of game time, but you’ll come back with a full 
charge. 

For a few seconds of waming before a Time Bomb goes off, watch the color 
of your spy’s face as you enter a room. If it turns Blue, get out quickly! 


The Three Stooges™ 


Age: 5 to Adult 
Difficulty: Apprentice 


Breathes there a man or boy alive who doesn’t find The Three Stooges to be almost 
too funny to bear? Most girls, too, although moms and wives think they’re too . . . 
too... silly, 

Well, nyuk, nyuk, nyuk. Now we have The Three Stooges on the Nintendo 
system, in what may be the funniest game pak yet (for some of us, anyhow). 
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And it’sa pretty state-of-the-art game, too, with some very interesting high-res- 
olution pictures including a few old black-and-white stills from Stooge movies and 
other scenes including the classic spitting oyster soup scene. There’s a split-screen 
session in which Curly gets whomped in a boxing match at the top while Larry sets 
off in a race from one end of the town to other, bumping into every ladder, trash 
can and fire plug in the state. The mixture of movie stills, cartoon action and bright 
posterish colors is a real treat. 

The silly cartridge even talks to you. There are “Nyuk, nyuk, nyuks” from Curly, 
“You imbeciles” from Moe and “You missed,” from Larry, usually uttered just 
before Moe creams him the second time around. The audio seems to have been 
lifted from actual snippets of dialogue from Stooge movies, and the result here is 
the clearest of any Nintendo game we’ ve played. 

And then there are the opening scenes. If you plug the cartridge into your NES 
and sit back without touching a button, this is what you see: The familiar logo of 
Ghostbusters II. After your own doubletake, the stooges come strolling across the 
bottom of the screen and do their own reaction. Then Curly’s soprano rings out: 
“Hey fellas, we’re in the wrong game.” 

The screen clears and changes over to a movie timing countdown and then a 
black-and-white picture from the opening credits of one of the original Stooges 
movie appears. 

From there it’s into a scene-setter, with the boys happening upon “Ma’s 
Orphanage,” where they learn that unless Ma comes up with money for repairs and 
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the mortgage real soon the bank is going to foreclose on Ma. So the Stooges set 
out to earn the dough, getting jobs as waiters (of course, there’s a pie fight) as 
orderlies in a hospital, and they put Curly forth for a prize fight. 

If the boys can’t come up with $5,000 by the end of the game, the orphanage is 
foreclosed. A little more and the mortgage is paid. If they hit the jackpot, and bring 
inmore than $20,000, the mortgage is paid off, the repairs are made and the Stooges 
get to marry the widow’s three lovely daughters. Woo, woo, woo. 

This is not a game that is jam-packed with arcade action or as challenging to the 
mind as an adventuring simulation. In fact, it’s a pointless, silly bit of trifle. We 
loved it. 


MANUFACTURER: | Activision/(415) 329-7699 
NUMBER OF PLAYERS: 1 or 2 


CONTROL PAD 
The use of the control pad differs from scene to scene. 


NUMBER OF WORLDS 
There are more than 15 different scenes. The number of times you'll visit any 
particular place and the order in which you arrive will depend upon the progress 
of the game. Here are the locations: 


Map Screen. Youcan try to choose where you’d like to go. Press the “A” button 
when Moe’s hand lands of the square for the location you’d like. 

Mousetrap Square. A little diversion here. It’s kind of like a slot machine; 
you’ ve got to stop the hand on a square that does not have a mousetrap on it. 
It’s not just a game: catch your fingers here four times and the game ends. 

Glove Square. If you can stop the hand on a glove pointing to the right, you’ ll 
get a free turn here. 

Banker Square. We don’t like bankers, either. 

Dollar Square and Safe Square. Look for money here. You may earn areward 
for catching a falling safe with Curly’s head. 

Question Mark Square. It could be good news or bad. 

Crackers Square. The famous Oyster Crackers scene at the Porcupine Lodge 
is recreated in a game here. Curly tries to eat his soup while an oyster tries 
to squirt him in the eye. Use the arrow keys to move Curly’s hand and the 
“A” button to dip the spoon. 

Waiter’s Square. The boys get jobs serving the hoity-toity. “We want our pie, 
and we wantit now!!” say the guests. “You heard ’em fellas,” says Moe. “Let 
em have it!!” 

Arrows: Up makes Moe Duck. Down makes Larry duck. Left or Right 
makes Curly duck. 
“A” BUTTON: Makes the selected Stooge throw a pie. 


30 Hot New Games! 83 


Doctor’s Square. Another basic Stooge scene, with the boys driving a trio of 
wheelchairs, chasing a patient on a surgical table down the hallways of a 
hospital. They knock over people on crutches, in wheelchairs and otherwise 
cause havoc. Well, we know it doesn’t sound funny—it just is. You earn $15 
for every second you spend in the operating room if you make it that far, plus 
$5 for every missing item you pick up in the hallway. 

Arrows: Up speeds the Stooges. Down slows the Stooges. Left or Right 
steers the Stooges. 

Boxing Square. The boys try to raise some funds by putting poor Curly up for 
a challenge match against Killer Killduff. Curly does the Shuffle at the top 
of the split screen; at the bottom you'll control Larry in a mad dash down to 
the radio store; you’ll have to try to steer him around ladders, fire plugs, 
bananas and more. 

Arrows. Up and Down move Larry to the top or bottom of the split screen. 
When Larry runs to the Right, the Left arrow slows him down and the 

Right arrow speeds him up. When Larry runs to the Left, the arrows have 

the opposite effect. 

Trivia Square. Unless you're a true Stooge nut, the first few times through this 
part of the game will be exercises in guesswork. That is unless you happen 
to know off-hand how many children Larry had, or the name of Moe’s wife. 
Nyuk, nyuk, nyuk. 

Arrows. Up or Down chooses answer “B”. Left chooses answer “A”. Right 

chooses answer “C”. 

“A” BUTTON. Enters the selected answer. 

Stooges Square. This is the silliest of the silly sections of this game, and also 
very Stoogelike. Moe is angry at the boys about something or other. Standing 
between them, you control Moe as he punches, pokes, slaps or kicks Larry 
and Curly. 

This section of the game is not Poking for Dollars, but instead of “strate- 
gic” importance. The better you are at whomping Larry or Curly, the faster 
Moe’s hand will be on when it comes to select a square on the Map Screen. 
Arrows: Left turns Moe to face Larry. Right turns Moe to face Curly. Up 

fakes out the Stooge Moe is facing. 

Left + “A” button punches Larry in the stomach. 
Right + “A” button punches Curly in the stomach. 
Up/Left + “A” button pokes or slaps Larry. 
Up/Right + “A” button pokes or slaps Curly. 
Down/Left + “A” button kicks Larry. 
Down/Right + “A” button kicks Curly. 


NUMBER OF LIVES 
The game is over when the boys come up with the scratch or Moe’s hand gets 
caught in the mouse trap four times. 


84 Ultimate Unauthorized Nintendo Game Strategies 


ENEMIES 
Your mom, your older sister and anyone else who doesn’t find the Stooges 
hilarious. Try to convince them it is worthwhile for you to study the game 
because of its highly advanced graphics and audio features. 


| ALWAYS WANTED TO KNOW 
Okay, which Stooge enjoyed making hooked rugs? How could be it anyone but 
dear, sweet Moe? 


POWER PLAYER HINTS 
The hospital scene is very difficult to master, but the boys never bothered much 
with subtlety. Try staying as close as you can to the orderly. 
When you are looking to control Moe’s hand in Mousetrap Square, you’ Il do 
better if you watch the square you want and hit the “A” button when the hand 
arrives, rather than watching the hand itself. 


ELECTRONIC BULLETIN BOARD 
Activision maintains an electronic bulletin board for players. It is primarily 
aimed at users of the company’s IBM PC and Macintosh computer products, 
but you may find Nintendo players on line. Try leaving a message. 
You’ll need to use a PC with a modem. Dial (415) 329-7684, at 


300/1200/2400 baud. 


Thundercade™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


Straight out of the arcades and coming right at ya, the nasty members of AATOM 
(Atomic Age Terrorist Organization of Miracali) think they can hold the world 
hostage to their nuclear blackmail. 

But the nations of the world have united behind Operation Thundercade to fight 
back . . . with a supercharged motorcycle with attack cannons and the incredible 
firepower of the B-7 bomber. And you’re in charge. Your ultimate goal is the huge 
nuclear power plant. 

This game is a bit different in the use of the tactical bomber as an emergency 
support for your soldier on the ground. 

We worked with preproduction materials. 


MANUFACTURER: American Sammy/(213) 320-7167 
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NUMBER OF PLAYERS 
1 or 2. In two-player mode, both contestants cooperate in simultaneous play. 


CONTROL PAD 
Arrows: Move the combat cycle in any of the eight directions (up, down, left 
and right on the screen, plus intermediate positions). 
“A” BUTTON: Brings down the B-7 tactical air support bomber to drop a 
bomb. 
“B” BUTTON: Fires cannons and other special weapons of the cycle. 


NUMBER OF WORLDS 
There are four zones to clear on your way to the nuclear power plant that is your 
ultimate target: the City, the Base, the Woodland and the Fortress. 


NUMBER OF LIVES 
You start the game with three lives, with three bombs in reserve. 


SCORING POINTS 
Some of the targets will require more than one hit; you’ll want to learn where 
the strike zones are on the larger targets. The targets and the points you will 
earn are 


Mine. No points, and no point going near one, either. 

Cactus. Why is this a target? We don’t know either. 

Green Soldier. 100 points. 

Gas Drum. 200 points. 

Greenery. They don’t seem to like plants in this game, do they? 

Light Tank (green) 

Missile Launching Pad. 

Red Solider. 

Sniper. 500 points. 

Chopper. 800 points. 

Heavy Tank (pink). 

Supply Truck. 

Twin-rotor Heavy Helicopter. 1,000 points. 

Armored Mobile Rocket Launcher. 

Jet fighter. 

Missile. 1,500 points. 

Pillbox. You'll earn 1,500 points for knocking out these enemy hiding places 
up to the woodlands, 2,000 points after then. 

Building. 

Dirt Hill. 

Gate. 
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Infantry Base. 

Rocket launcher. 2,000 points. 

Submarine. 5,000 points. 

Gunship. There are five cannons and two engines to destroy, with 2,000 points 
awarded for each hit. If you destroy the gunship, you'll earn an additional 
10,000 points. 


SECRET WEAPONS 
You start out the game with a pretty basic supercharged motorcycle with a 
machine gun. What you want to look for are Side Cars you can attach that will 
boost your firepower. You’ ll find the side cars on the battlefield; grab them and 
they will attach themselves to your bike, replacing the old ones. (Hint: therefore, 
you may not want to grab a lesser gun to replace a bigger one unless it is out of 
ammo.) Here are the sidecars: 


12.7mm Chain Gun 

Dual 30mm Cannon 

Dual Side 20mm Cannon 
105mm Cannon 

Dual 105mm Cannon 
Dual Side 105mm Cannon 


At the end of Zone 1 or Zone 2 or through the tunnel in Zone 3, you will have 
the opportunity to grab a bonus item that will allow you into the bonus stage. 
(The Bonus Stage Item is a B ina square.) 

In the bonus stage, a supply plane will drop supplies. You'll want to drive 
your cycle hard to grab as many of the items as you can in the time given you. 
The bonus items are 


Bomb. Adds to your air support supplies. 

One-Up. Gives you one extra life, 

Parachute. Four missiles are attached and added to your stores. 
Vulcan Cannon. 


SUPER SECRET! 
Jump! While you are in the air, you cannot be damaged, but you can continue 
to shoot. 


PERFORMANCE ANALYSIS 
When a zone is cleared, or the game is over, you will see a display that will 
report on your performance. You’ll see a listing of Shots Fired, Number of 
Hits and the Ratio of Hits to Misses. 
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POWER PLAYER HINTS 
Save the bomber for the really big targets, like gunships and submarines. 

When you have two sidecars with powerful weapons, you probably should 
avoid picking up other weapon and sidecar power-ups. The latest one you grab 
teplaces the earlier one. 

This game will be improved through the use of a turbo-fire joystick. 

The nuclear power plant at the end of the game is a tough assignment. You'll 
find snipers in each of the ten windows, and you must clear them all out; the 
red sniper is the last one. 

POWER ZOOMING: Up to the tunnel at the end of the third zone, you will 
be allowed to continue your game twice. Once you’re through that tunnel, you 
will earn a third continuation. 


Ultima: Exodus® 


Age: 5 to 16 
Difficulty: Hot Dog-Master of the Game 


As they say down in the hills of Tennessee: If this is what you’re looking for, here’s 
a fine example! 

Ultima has to be the ultimate (thus far) in role playing adventure games. It has 
a depth of detail and a range of options wider than almost any other game now on 
the market. If you enjoy wrapping yourself up in the world of wizards and warriors 
and explorers, you can plan on happily losing yourself inside this game for weeks. 
In fact, the makers of Ultima estimate aminimum of 100 hours play time isrequired 
for most players. 

Ultima: Exodus is the first Nintendo system release of the very popular role 
playing series that has been available on personal computers for years (on PCs, 
they’ve gone through four versions already). The Nintendo system version does 
not match exactly the story lines and settings of any of the PC releases, although 
it is closest to Ultima I in story and characters. 

You can set forth with a party of explorers selected by the Nintendo computer, 
or you can take matters more into your own hands and enter the “Hand-Made 
Mode” to make your own characters. You have a choice from five races, each with 
11 possible professions, for a total of 55 different characters to use. You can give 
each of your players a name, and you can save three sets of characters and their 
accumulated treasures and accomplishments even after you turn off the power, 
since Ultima includes its own tiny battery that will allow it to keep its own records 
even when it’s on the shelf! 
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The battery has a life expectancy of five years; remember to press the reset 
button at the same time as you turn off the power on the NES control deck. 

The story line is this: a fiery island has emerged in the seas near the Kingdom 
of Britannia. An undefined evil, known only as Exodus, rules there. Lord British, 
whorules the lands of Sosaria, sends out acall across time and space for four valiant 
warriors to return peace to the kingdom. You are the leader of the quest. 

This game is so complicated that it deserves its own book for serious players. 
In fact, there will likely be a few such hints and strategy books available for serious 
Ultima fans. 

We'll try to help you here by organizing the options available to you. 


MANUFACTURER: FCI1/(312) 968-0425 
NUMBER OF PLAYERS: 1 
CHARACTERS 


You can allow the computer to offer you a ready-made cast of characters; you 
will be given a choice of four characters from 11 offered by the computer. 

In the Hand-Made Mode, there are 55 different possibilities. You can create 
as many as 20 characters per player. Then, you may choose four of those 
characters to make up your adventuring party (changes can be made later in the 
game). 

You can choose from among five different races; each has different charac- 
teristics. Strength is a measure of attacking power; Dexterity includes the 
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ability to escape from traps; Intelligence is magic power, and Wisdom is will 
power. Here are the races: 


Humans. Rated average in strength, dexterity, intelligence and wisdom. 

Elves. Extremely dexterous, they’re lacking a bitin the wisdom department and 
average in strength and intelligence. 

Dwarves. Super-strong, but not too bright, they have average dexterity and 
wisdom. 

Bobits. Very wise, not too dexterous and otherwise average. 

Fuzzies. Extremely weak. But very, very dexterous and intelligent, with average 
wisdom. 


Once you’ ve chosen the types of creatures to bring with you, you must select 
their Professions. Each profession includes abilities with types of weapons and 
possession of particular types of armor, while some have the ability to cast 
spells. You have to be careful to choose a profession that is in keeping with the 
characteristics of the race. You will be given 50 points to distribute among 
various characteristics for each character. Here are the professions: 


Fighter. Uses all weapons and armor. A good utility man to have around. 

Cleric. A champ with the mace, he wears bronze armor and can use his will 
power well. 

Wizard. A wiz with a knife, he is guarded only with cloth. His magic power, 
of course, is strong. 

Thief. Uses the sword, protects himself in leather. 

Paladin. This official of the court can use all weapons, protecting himself in 
iron armor. 

Barbarian. He may be barbarous, but he can use any weapon you possess, 
shielding himself in leather. 

Lark. A magical creature who can use any weapon, protected only in cloth. 

Illusionist. It seems to us that he can use the mace, guarded by leather armor. 

Druid. Another mace fan, he wears but cloth. 

Alchemist. He can change into a dagger fighter, dressed in cloth. 

Ranger. 


CONTROL PAD 
Arrows. The arrows move the members of your party up, down, left and right 
while on the ground. When the players are on a ship, the arrows control the 
ship, of course. 
When you're ina battle, the arrows will control just the attacking character 
(he or she will be blinking). 
“A” BUTTON. Opens the Command Window during the game. 
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“B” BUTTON. Cancels a command while the window is open. Also used to 
pass a character’s turn. 

Select. When the Command Window is open, you can use the key to look at 
another screen of commands. 


NUMBER OF WORLDS 
10 cities with 8 dungeons, each with 8 levels. 


STATUS SCREEN 
Any time your characters stand still for a little while, a Status Screen will appear 
on the right side of the display. The status is displayed in shorthand. You'll see 
information on all four current characters. Here is what the first character’s 
indication might be: 


WILLY GMHF 
H0150 M50 
F0150 L01 


We’re sure that is crystal clear for the new player, right? Following is a 
translation. Just look up the symbols on our chart: 


@ # $%&  @is Characters name. 
WILLY GMHF #is Health. 

$ is Sex. 

% is Racial Group. 

& is Profession. 
= + * is Hit Points. 
H0150 M50 + is Magic Points. 
= ! = is Food Index. 
F0150 L01 lis Level. 


The Health index is translated as follows: 


G: Good. 
P: Poisoned. 
C: Cold. 

D: Dead. 

A: Ashes. 


The Level of the player increases with experience points. 
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NUMBER OF LIVES 
When the Hit Points index reaches 0000, the character dies. You have four 
characters on your quest. 


COMMANDS 
You can execute commands for your players by pushing the “A” button and 
using the arrow keys to select the instruction you want to use. Here are some of 
the available commands: 


Climb. Lets you climb up and down inside the dungeon. Try using the Select 
button while there for more powers. 

Fight. Starts one, when necessary. 

Food. Allocates available food to any living members of your party. 

Get. Move your lead character next to a Treasure Chest and execute the 
command, 

Give. Allows for the exchange of weapons, armor and tools among living 
members of your party. 

Gold. Allocates gold to living members of your party. 

Horse. First you have to get a horse. Then you can ride one. If you give this 
command while your party is riding, it will take them off. 

Magic. There are two types of spells, ordinary magic and Will Power magic. 
If your character is able to use either, you will be offered a choice. 

Order. A valuable command to rearrange the line of the party to allow you to 
fight better. 

Status. Allows you to examine the status of members of your party and to 
change weapons and armor. You can also expand the display to look at one 
character in more detail by using the arrow keys to select his name and then 
pressing the “A” button. 

Talk. You never know what kind of information you may obtain from people 
you meet on the road or in shops. Move your lead character next to the person 
you want to speak with, 

Tools. You can pick a tool, and assign it to a character. 


GEOGRAPHY LESSON 


Here are some of the main scenes you’ll encounter on your tour of Sosaria: 


Barrier/Laya. Tough and tiring travel here. 

Bush. Tough walking. 

Castle. There are two of them, with entrance gained by moving on top of them. 
Door. And what are keys used for? 

Dungeon. The entrance to the underground maze. Move on top of it to get in. 
Floor and Street. Easy passage. 

Grassland. A great view and fast movement. 
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Mountains and Walls. No walking or climbing possible. 
Ocean. Gotta get a ship. Watch out for the Whirlpool! 
Shrine. Check it out. 

Town. Move on top to get in. 

Woods. It’s hard to see through the trees. 


There are also a number of shops to visit in the town and castles. Here you 
can buy and sell a range of items (even steal a few, if you are so inclined) and 
pick up information. Here are some of the shops: 


Armory. Buy and sell armor. 

Casino. Wanna bet? 

Fortune Teller. Buy some advice. 

Guild. The hardware store. 

Hospital. Pay the bill for a cure to the common cold or the uncommon poison. 
Inn. This is the place to go to save your game for another day. 

Pub. Buy a drink and give the barkeep a big tip and you may learn something. 
Stable. Try a little horsetrading. 

Store. Food, glorious food. 

Temple. Go see the priests when you need some help; leave a donation. 
Weapon Shop. Buy and sell. 


SECRET WEAPONS 
Among the available weapons are 


Axe. A powerful weapon for up close. 

Dagger. A one-time throwing device. 

Mace. An up-close weapon. 

Sling Shot. A long-distance weapon you can use many times. A more powerful 
version is the Blowgun. 

Sword. Up close and personal. Even more powerful is the Spear. And even 
more deadly is the Broad Ax. 


Here are some of the tools you can use: 


Gem. Think of it as a crystal ball. 

Magic Key. One more time, class. What are keys used for? Can be used only 
once; get them at the tool shop. 

Sands of Time. Freezes time for a short while. 

Ship. Sailing, sailing. 

Torch. It gets pretty dark out there; you’ll want to bring a whole bunch down 
into the dungeon. 
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MAGIC POWERS 
There are two types of available magic. Different characters can use either 
Magic Power or Will Power. Some can use both. 
Here is a list of Magic Powers, together with the amount of Magic Power 
Points they will cost for each use: 


Repel. Works nicely against Ork, Troll and Goblin. MP00. 

Missile. Launches a fireball during fights. MP0S. A super-power fireball comes 
when you use Flame, which costs MP25. Even more powerful is PSI, at a 
cost of MP35. The PSI Kill, which costs MP65, works against more than one 
enemy. 

Light. Illuminates the dungeon. MP10. Bright works even longer, for MP40. 

Descend. Lets you go down a level in the dungeon, even without a ladder. 
MP15. Ascend works the other way, for MP20. 

Trans. A warp, good only on the ground. MP30. 

Cleric. Summons the cleric’s powers, including Will Power, even if you don’t 
have a cleric with you. MP45. 

Poison. A mass attack. Costs MP50. 

Kill. Works against dragons and devils. MP55. 

Stop. Freezes time for a short while. MP60. 

Rot. Decreases the Hitting Power of your enemy in a fight. MP70. 

Death. That’s what it’s all about, right? The most powerful spell in most 
situations. MP75. 


Here isa list of Will Powers, together with the amount of Magic Power Points 
they will cost for each use: 


Undead. Works like a charm against Skeleton, Cool and Zombi when fighting. 
MP00. 

Open. Undoes the spell on the treasure chest before you open it. MP05. 

Heal. Recovers Health Points. MP10. Large Heal does it for big hurts. MP50. 

Glow. Who needs a torch when you can glow by yourself? MP15. Star works 
even longer, at a cost of MP45. 

Rise. From inside the dungeon, you can move up a flight without a ladder. 
MP20. Sink does the opposite, at a cost of MP25. 

Move. A teleport command that will move you to another place on the same 
floor in the dungeon. MP30, 

Cure. Takes care of poison. MP35. 

Surface. A quick way out of the dungeon, it removes all players to the ground 
above. MP40. 

Map. Just like the Gem, it gives you a locator map. MP55. 

Banish. Sets forth a big fireball. MP60. 
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Raise. Can be used anywhere except in the combat zone to revive most dead 
characters; if it doesn’t work, the character will tum to ash. MP65. But if they 
do return to ash, try Recall. MP75. 

Destroy. Attacks several people at once in the combat zone. Works particularly 
well against sea serpents and Man o’War jellyfish. MP70. 


| ALWAYS WANTED TO KNOW 

What do the waxing and waning of the two moons of Sosaria mean? Some of 
the events of the game only happen at certain times of the month. For example, 
when it is the crescent moon (the first quarter), the moon gate opens and you 
can enter to be transported to another place. Some of the shops will only be open 
to you when it is the new moon (no moon). 

Who is this guy Richard Garriott who asks me if I know him? Hey! Be kind 
to authors, even when they try to sneak into their own works. 


HOW TO HANDLE THE DUNGEON 
One of the principal challenges of Ultima is the dungeon that lies beneath the 
surface. The maze is displayed in 3-D. When the first member of the party gets 
to the entrance of the dungeon, all of the party will be transported within. 
It is, as you might expect, pitch dark in the dungeon. At the top you'll find a 
display that tells you which floor your party is on and which direction it is 
headed. You’re probably going to want to use a light or a torch. 


DANGER! 
One player we know got so frustrated in the game that he tried to kill one of the 
friendly townspeople. He shouldn’t have! They called the cops and the guards 
chased after him, inflicting a lot of damage. 


POWER PLAYER HINTS 
There are treasure chests for the taking all around, including ones behind the 
counter at the shops. Watch out that you don’t get caught shoplifting, though, 
or you’ ll have another fight on your hands. 


POWER ZOOMING 
You are going to want to go to visit Lord British at some point for an upgrade 
in your abilities. We recommend, however, that you wait until your characters 
have at least 500 experience points first. 
All of the powers are useful in one place or another, but experienced Ultima 
players often prefer characters with a great deal of magic and will power. 
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The Uncanny X-Men™ 


Age: 6 to 18 
Difficulty: Hot Dog 


When it comes right down to it, most of the NES games are just computerized 
cartoons; with this game the connection is just a whole lot more direct. 

Presenting “The Uncanny X-Men,” a new game starring most of the Marvel 
Comics gang: Colossus, Iceman, Storm. Nightcrawler, Cyclops and Wolverine. 
You'll be fighting the usual group of Super Villains: The White Queen, Boomer- 
ang, Juggernaut, Sabretooth and Magneto. We examined early preproduction 
materials. 

The goal of the game is to make it through each of the missions to Magneto’s 
control center. You’ve got to be quick once you’re at the center, though, since there 
is a self-destruction time bomb in place there. 

In the one-player version, you will get to choose two X-Men to take on evil 
Magneto and his minions. The first one you select will be under your control and 
the second will be directed by the computer. You will be able to switch control to 
the other super hero by pressing the Select button. In the two-player version, each 
player can select a single super hero. 


MANUFACTURER: LJN Toys/(800) 628-3579 
NUMBER OF PLAYERS: 1 or2 


CHARACTERS 
The X-Men: 


Colossus. His real name is Piotr N. Rasputin. He amazed his Commie friends 
with his ability to change from flesh to steel. Professor X convinced him to 
join his international force. 

Cyclops. Scott “Slim” Summers has got a look that can kill. 

Iceman. “Bobby” Drake has a breath that can chill. 

Nightcrawler. Some thought Kurt Wagner was a monster. He can, though 
teletransport himself and is an Olympic-Class acrobat, which qualified him as a 
member of the X-Men. 

Storm. Ororo Munroe is a stunner in more than one way. 

Wolverine. Logan is half-man, half something else, with Adamantium Claws 
and a reinforced skeleton. 
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CONTROL PAD 
Arrows: Moves characters Up, Down, Left or Right. 
“A” BUTTON: Uses Mutant Powers. 
“B” BUTTON: Makes character Jump or Fly. 
Select: Allows you to switch controlled X-Men in a 1-player game. 


NUMBER OF MISSIONS 
There are 5. Select the one you want by using the Select button. You can go 
through the missions in any order you wish. The options are 


Practice. Allows you to enter the Danger Room to test your powers and 
maneuvers. When you think you’re ready to play for “real,” press the “A” 
button and Start. 

Future City. In the ruins of a once-great city, Magneto is building a fortress to 
prepare for his takeover of the earth. 

The Living Starship. Magneto has found a deadly life form that can send out 
bursts of energy that turns humans into mindless slaves. The life form is on 
this starship, and Magneto is threatening to release it on the earth. 

The RoboFactory. That guy Magneto has created a factory to produce an army 
of killer robots. Can you destroy it before he can release them? 

The Subterranean Confrontation. Oh you Magneto! Now he’s gathered a 
crew of strange and evil beings with magical powers in a dark and dangerous 
cave. And guess what? He wants to release these, too. 


NUMBER OF LIVES 
In the 2-player game, if one of the X-Men is eliminated, you’ll be down to just 
one. When both are gone, you can select two new X-Men to continue, but ones 
that have been killed will not be available. This means that you will have three 
chances (two Continues) to try to make it to the end of the game. 


STATUS SCREEN 
Go to the Status Screen by pressing the Start button. You’ll learn the number 
of remaining power levels, the number of keys and computer disks collected. 


SECRET WEAPONS 
Look for these, and other, Power-Ups and Special Items in the game: 


Computer Disk. You’ll collect one after you defeat the mutant at the end of 
each mission. Bring it back to the beginning. 

Energy Cell. Restores Life Energy. 

Force Shield. Protects the X-Man for a while. 

Security Key. And what are keys for? Each of the missions require two keys. 

Smart Bomb. Clears the screen of all the enemy characters once. 

Stasis Bomb. Freezes all enemies for a short while. 
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ENEMIES 
The baddest of the bad, of course, is Magneto, who calls himself the “Master 
of Magnetism.” Watch out for his Magnetic Mines which can immobilize the 
X-Men for a while. To make things even worse, Magneto has surrounded 
himself with some ugly thugs, including 


Boomerang. Mighty Fred Myers was a major league pitcher until he went astray 
for accepting bribes. Now he throws deadly boomerangs for Magneto instead 
of baseballs. 

Juggernaut. Cain Marko was transformed into an evil super-human being 
through the magic of the lost Temple of Cyttorak. 

The White Queen. Emma Frost renounced her wealthy family to pursue her 
own goals of economic and political world domination using her telepathic 
powers. 


POWER PLAYER HINTS 
Only Player 1 can open the portal from one level to another; this can become 
an important element of your selection of characters in both the 1- and 2-player 
game. 
Watch your energy level for both of your X-Men. One strategy is to swap 
back and forth between the two, keeping both at full power. 


Uncle Fester’s Quest™ 


Age: 5 to Adult 
Difficulty: Apprentice-Hot Dog 


They were creepy and kooky and mysterious and spooky. And what’s more, they 
were altogether ooky. Yup, they’re the Addams Family. And they’ve finally 
discovered the Nintendo system, arriving in an interesting arcade/adventure called 
“Uncle Fester’s Quest.” 

The cartoonist Charles Addams created a lovable collection of very weird 
characters many years ago, and they entertained generations of readers of some of 
America’s best known magazines. The oddities were called The Addams Family, 
and they consisted of a mother, father, children and assorted relatives even stranger 
than yours and ours. 

The Addams Family also enjoyed a few seasons as a television series. Now, the 
weirdos have gone back to their roots as a fully electronic cartoon, in a Nintendo 
video game that stars one of the queerest of the queer, old Uncle Fester. But don’t 
worry, you’ ll find most of the other odd ones in one or another strange stop on your 
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journey: you'll find Pugsly, Wednesday, Things I, II and III, dainty Lurch, lovely 
Morticia and Ma-Ma. And of course, the gentle and lovingly bizarre father, Gomez. 

We previewed a preproduction copy of the program. 

The story line, which sounds very believable to us, is this: Uncle Fester is out 
moonbathing one night when a UFO arrives. The aliens know better than to mess 
with the Addams Family, so they beam up all of the other people in town. Old 
Fester decides to go out to rescue the townspeople. 

The aliens are all over the streets; Fester can dispatch most of them using his 
gun. Some of them will leave behind useful items when they depart. Uncle can also 
enter into the various houses and buildings he passes along the way in search of 
items. Some of the areas of the game are accessible only through underground 
passages or sewers. Some of the interior scenes are drawn in a weird 3-D perspec- 
tive, which seems only fitting. 

This is a game that places a higher value on humor and fun than on rip-roaring 
arcade action. Fans of the TV and cartoon series will enjoy seeing their freaky 
friends brought to life. The sound track is enjoyable, a bouncy rendition of the 
television theme song to The Addams Family. We also enjoyed the opening 
mini-story. 


MANUFACTURER: Sunsoft/(312) 350-8800 
NUMBER OF PLAYERS: 1 
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CONTROL PAD 
Arrows. Moves Fester left, right, up and down. 
“A” BUTTON. Uses a selected item or weapon. 
“B” BUTTON. Shoots guns and missiles. 
Start. Switches from main to Menu Screen. Since it halts play, it can also be 
used as a Pause. 


NUMBER OF WORLDS 
There are seven different (and we mean different) houses and six strange 
buildings to explore. 

You’ll need a Key to get inside buildings. Explore the mazes inside the 
buildings, keeping an eye out for the Alien Boss who lurks behind one of the 
doors. 

There are four principal outside scenes: 


Outside Street. 
Underground Sewers. 
UFO Platform. 

3-D Hallway. 


NUMBER OF LIVES 
1 life. To start, you have just two life units, but this can be extended later to 4. 


MENU SCREEN 

Pressing the Start button suspends play and brings up the Menu Screen. From 
this display, you can select available items for use, switch between Fester’s Gun 
or Whip, and consult the Clue Map for hints on the location of the final Master 
Alien Boss. 

The Clue Map is made up of five pieces; you’ll collect one each time you 
destroy one of the enemy bosses. 

The screen will also give you a reading on Gun/Whip Power. The maximum 
amount of gun power available is 8 units; the most whip power units that can 
be stored is 4. 


SECRET WEAPONS 
Here are some of the special items you’ll find. You’ll be able to select among 
them by entering into the Menu Screen: 


Bulb. Old Fester can light up his own way when he’s in the dark if you feed 
him a light bulb or two. 

Guns. Blue ones boost your firepower. Red ones take it away. 

Invisible Potion. It’s not the potion that’s invisible for a while, it’s the guy who 
drinks it. 
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Key. And what do we use keys for, class? 

Missile. Can obliterate several enemies at one time. 

Money. Did you know that hot dogs are a health food? They are, if you’re Uncle 
Fester. Collect five money units and visit the frankfurter stand. 

Noose. You RANG? Summons Lurch to clear the screen of all enemies. 

Potion. A complete health recharge. 

TNT. Tick, tick, tick . . . boom. 

Vise Grip. Very handy tools to have around. Among other uses, they’II help 
you regain strength if you're bitten by a mosquito. 

Whips. Blue whips give you more whipping power, Red whips take some away. 


ENEMIES 


Among the enemies you will come across are 


Alien Bosses. The end of each building quest, and your toughest challenge. 

Giant Scorpion. Run away! 

Globule. What a pain! 

Skeeter. He hovers around, sending out treacherous energy-sapping mosquitos 
when he’s hit. 

Slime Replicators. If you hit them, they multiply all over the place. But if you 
avoid them, they may not notice you. 


| ALWAYS WANTED TO KNOW 
The manual says I can go to the hot dog stand with five pieces of money and 
regain my health. I go to the frankfurter man, but he won't take my money. Well, 
he’s a little dense. You need to wave the money under his nose. Go to the 
subscreen, move the cursor to the money symbol and then press the Start button 
to return to the playing screen. Now go to the hot dog stand and press the “A” 
button. 


SUPER SECRET! 
You want to keep your gun fully powered, especially before you go into the 
sewer. But there is one situation in the sewer where you might want to consider 
whether you should be carrying the gun or instead should pick up the whip. 
The gun lets you shoot further, and avoids hitting walls and other obstacles. 
In the sewer, you will run into some pesky green balloons. If you use the whip, 
it will destroy the balloons. If you use the gun, it will split the balloons up into 
four or five smaller balloons which you will have to go after individually. 
Shooting the small balloons may offer numerous opportunities for special 
items, butit will slow you down. Going for the whip will be quicker, but could 
Cost you special items like lightbulbs and money. It’s your choice. 
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POWER PLAYER HINTS 

To beat most of the Alien Bosses, you’ Il want to use your whip, and you’ll want 
it to have full power. 

We recommend that you draw a map to help you find your way through the 
various scenes of this game. 

You can always count on your family, right? The relatives have a collection 
of special items to loan their wandering uncle. 

This game plays much better with a turbo-fire joystick. To Sunsoft’s credit, 
they recognize this and recommend it. 

There is a hidden power-up in a dead end wall in the house off the path. Grab 
it and your health units will be restored. 

And finally, take advantage of the offer for the Sunsoft Game Time News. 
In the box, you'll find a card for a free subscription. 


POWER ZOOMING 
The game includes a Continue option after your character has been killed. 


WCW Wrestling® 


Age: 6 to Adult 
Difficulty: Apprentice-Hot Dog 


Professional wrestling is a game; we know that. This new offering from FCI just 
proves it. 

“World Championship Wrestling” is based on the “stars” of one of the profes- 
sional circuits in the U.S.; you'll have the choice of one or two of 12 fighters. Each 
fighter has a group of favorite moves and a specialty move for you to use. The 
fighters in this game also have a few dirty moves, including the use of a weapon 
or two. 

If you can fight your way through 11 opponents twice, you will be lucky enough 
to go for the title against the mysterious WCW Master. What we know about this 
guy doesn’t make us particularly want to meet him: he’s 7’4” and weighs 510 
pounds. 

The cartridge includes a few spoken words that are well presented: at the start, 
a voice booms out “World Championship Wrestling.” The referee chimes in with 
“Fight!” at the start of each match, and also counts out players who are pinned. 
And, the winner grunts, “Yeah!” when his arm is raised in victory. 

We looked at a preproduction copy of the game; there’s a lot of detail here, 
although the play action was not very responsive to the controller pad. The game 
can be played on a very casual level, although you’re likely to find that the 


102 Ultimate Unauthorized Nintendo Game Strategies 


computer-directed opponent will be too much to handle unless you pay attention. 
The two-player mode was fun. 

You might want to compare this game to WWF Wrestlemania, which you’ ll also 
find reviewed in this book. 


MANUFACTURER:  FCI/(312) 968-0425 
NUMBER OF PLAYERS: 1 or2, against the computer or each other. 


CHARACTERS 
Your choice from 12 stars of World Championship Wrestling: 


Ric “Nature Boy” Flair. 

Ricky “The Dragon” Steamboat 

Sting. The wrestler, not the singer, we presume. 

Lex Luger. No relation to Superman's nemesis, we believe, but nevertheless 
6'5” and 274 pounds. 

Mike Rotunda. 

Road Warrior “Hawk.” 

Road Warrior “Animal.” The two Road Warriors have 126” and 595 pounds 
between them. 

Steve “Dr. Death” Williams 
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Kevin “The Gamesmaster” Sullivan 
Rick “Dogface Gremlin” Steiner. 
Eddie “Hotstuff” Gilbert. 

Michael Hayes. 


CONTROL PAD 

Arrows: Move the players left, right, up or down on the screen. 

“A” BUTTON: Executes punch. 

“A” BUTTON AND ARROW: Executes one of the chosen wrestler’s four 
favorite moves, depending on the direction of the arrow key pushed. 

“B” BUTTON: Executes kick. 

“B” BUTTON AND ARROW: Executes a special move, as follows: Body 
Slam. Up arrow and “B” button. 

Head Butt. Down arrow and “B” button. 

Hammer Throw. Left or Right arrow and “B” button. 

“A” AND “B” BUTTONS: Executes the player’s specialty move. This can 
only be done when you are near the center of the ring, and only when the 
opponent’s total power points are below a certain level. 


MODES OF PLAY 
One Player: Single. You against the computer in a one-round match of no more 
than five minutes. You select one of the 12 available wrestlers and then proceed 
to play against each of the other wrestlers in an elimination tournament. If you 
end up in a draw with your opponent, you'll have to wrestle again; if you lose 
a match, you can choose Continue and fight against the same wrestler again. 

If you manage to defeat all 11 challengers, you are declared a WCW Minor 
Champion. Now all you've got to do is do it again, against the same group. If 
you can do it again, you’ll face the final challenge, WCW Master. Beat him 
and your are the champ! 

One Player: Tag. You against the computer in a one-round match of nomore 
than 10 minutes. This time you get to choose a partner, and together you'll fight 
against five teams of wrestlers selected by the computer. 

The winner of the tag team match is determined on the basis of apointsystem, 
with different awards for winning falls, knocking an opponent out of the ring, 
time penalties or “give ups.” 

Your partner will be available to help you when you are in trouble; to call 
him into the ring, you’ ve got to get back to your corner and use either the “A” 
or “B” buttons. You cannot change partners again for at least 8 seconds. 

Two Player: Single. Each player chooses one wrestler for a best-out-of-three 
match of no more than 15 minutes. In a best-out-of-three match, the first 
contestant to win two rounds wins the game. 

Two Player: Tag. Each player chooses two wrestlers for a tag team match, 
in a best-out-of-three match of no more than 30 minutes. 
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WAYS TO WIN 

Fall Count. If an opponent goes down and stays down through the count of 
three, the other player will win by a fall. Worth 4 points to the victor. 

Give Up. If an opponent’s power point total is 0 and that opponent is caught 
ina hold, he will give up. Worth 4 points to the victor. 

Penalty Count. An illegal move, such as climbing on top of the rope in a 
corner. If the referee counts to 5, the offending player will lose by penalty. Worth 
2 points to the victor. 

Out of Ring Count. If a player is out of the ring for 20 counts, he will lose. 
If both wrestlers are out of the ring, the match will be declared a draw. Worth 
1 point 2 points to the victor; worth 1 point to each player in a draw. 


SELECTING A FAVORITE MOVE 
At the beginning of the match, after you have selected your wrestler, you will 
be able to choose four of his favorite moves to bring into the ring with you. You 
will be presented with a menu of options; use the Up or Down arrow to move 
through the list. 

In the selection period, when the + sign is in front of the move you want to 
add to your repertoire, press the “A” button. On screen, you will see a new + 
sign, with one of its legs in red. The red segment indicates which arrow direction 
you will have to push (together with the “A” button) to call forth the favorite 
move in the ring. 

If you are serious about using a specific kick at a particular time, you may 
‘want to write down your selections and keep them by you as you begin your 
fight. 


ADDITIONAL MOVES 
Climbing in and out of the ring. To get out to chase after an opponent already 
thrown out, go to the rope and continue to hold down the arrow key you used 
to get there; then press either the “A” or “B” buttons. To get back in, go to the 
rope and touch it, then press the Up arrow and either the “A” or “B” buttons. 

Escaping an opponent’s hold. You can get away from some holds by contin- 
uously pushing the “A” or “B” buttons. 

Fall. When your opponent is down, go near him and press the “A” button to 
pin him. 

Flying move. It’s easy to fly in a wrestling match, right? Just climb up on 
one of the corner posts with the appropriate arrow key. When you're up top, the 
“A” or “B” buttons to execute a Diving Body Press or a Diving Knee Drop. 

Pulling up your opponent. If he wants to take a dive and you’re not ready 
for the end of the fight, go near his feet and press the “B” button. 

Running. Start your wrestler running by pressing down the left orright arrow 
button and the “A” and “B” buttons. After he begins running, press either the 
“A” or “B” buttons to perform a specialty running move. 
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Using a weapon. We know this is not in the official rules of wrestling (there 
are rules, aren’t there?) But somehow from time to time deadly weapons like 
crowbars and sticks will appear. Get near the weapon and press either the “A?” 
or “B” buttons; once you have the weapon in hand, use the “A” or “B” button 
near your opponent. 


| ALWAYS WANTED TO KNOW 
Every time I get thrown out of the ring, I end up getting whomped. What's the 
secret? First of all, you might try staying in the ring. You tried that? Okay, then 
try this tip: Get up quickly before your opponent gets to you and lure him to a 
position against the corner post outside of the ring. Scoot around him and get 
back into the ring and go to the corner post. Your opponent will be trapped 
outside of the ring. 


POWER PLAYER HINTS 
Use your specialty move as soon as you get the opportunity. 


USING PASSWORDS 


You can enter a 12-character password to resume a one-person game against 
the computer. 


Who Framed Roger Rabbit™ 


Age: 5 to Adult 
Difficulty: Novice-Hot Dog 


Oh poor Roger! He’s such a nice guy, but he keeps getting into trouble. He’s 
accused of murdering one of Hollywood’s top “Toon” stars, the same man who 
was seen just 24 hours before, playing “pattycake” with Roger’s wife, Jessica. So 
who does he turn to for help? None other than Eddie Valiant, a rough, tough private 
eye with a chip on his shoulder. 

Here’s your chance to take controller in hand and jump right into the story line 
of the clever movie hit of the same name. In fact, if you haven’t seen the movie 
you may miss the whole point of this game. That is, if there is a point to the story 
of a cartoon rabbit being defended against a bum murder rap by a human detective 
who rides in cartoon cars. 

The gameis described as an “action/adventure/detective game” and that’s about 
right, although you'll quickly discover that something is just a little bit wrong in 
this strange world of real people and real cartoon characters. The game is set in 
Los Angeles in 1942, with four sections and numerous rooms, buildings and 
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outdoor location. Your goal is to stop Judge Doom before he can “dip” Roger and 
Jessica. 

We spent some time with preproduction materials. This game is a bit different, 
closer to the new The Three Stooges game pak than anything else. 

Eddie and Roger start out together, but Roger is in constant danger of being 
rabbit-napped by a pursuing gang of nasty weasels. When that happens, you'll have 
the chance to rescue him if you can come up with the punchline to one of the 
weasels’ bad jokes in a hurry. Before you can challenge the judge, you must find 
the four pieces of the will and collect the weapons needed to defeat Doom and his 
gang. You’ ve got to stop the people in the street and ask them questions; sometimes 
a little slap in the face will wake them up. 

While Eddie stops to investigate, Roger paces back and forth or otherwise gets 
in the way. 

The game has two different points of view, an overhead map screen and a 
close-up side view. Parents should be aware that although younger players will 
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probably be attracted to this game, there is a lot of reading of clues and other 
information—if your youngster cannot read, an older player will have to serve as 
an interpreter. 


MANUFACTURER: LJN/(800) 233-8255 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
Close-Up Side View controls: 


Arrows. Go Up, Left, Right or Down. 

“A” BUTTON. Ask a question, or when pressed with the Up arrow, search an 
area or object for clues. 

“B” BUTTON. Use the object or weapon in your hand. 

Overhead Map Screen. In this part of the game, you can travel by foot, or in 
Benny, the car that looks like a human, or is it the other way around. You can 
walk around to look for Benny, or you can push the “B” button and blow the 
whistle, if you’re holding one. 

Here are the controls when you’re on foot: 


Arrows. Go Left, Right, Down, Up/Through a Door. 

“A” BUTTON. Not used. 

“B” BUTTON. Calls Benny (if you’re holding the whistle.) 
Select. Climb into Benny. 


Here are the controls when you’re in Benny: 


Arrows. Turn Left or Right. 
“A” BUTTON. Gas Pedal. 
“B” BUTTON. Brake Pedal. 
Select. Climb out of Benny. 


NUMBER OF WORLDS 
There are four sections of Los Angeles to be explored: 


The City. You’ ll visit hotels and office buildings with your dopey rabbit friend. 


The Park. There are some interesting caves in the park, with interesting clues 
and connections to other parts of Los Angeles. 

ToonTown. This one wacky place for a human. 

The Warehouse District. A dark, mysterious and threatening place. 
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NUMBER OF LIVES 
Eddie has four lives. He’ll lose one when he is unable to come up with the 
punchline for one of the weasel’s bad jokes, or when he is knocked over or 
knocked out by one of his human or rodent opponents. 


SECRET WEAPONS 
We think, in this game, we should refer to these not as secret weapons, but 
instead as “Secret Gags.” Each of them is a joke that can be used to help Roger 
and Eddie get through their quest. Our favorite is the Portable Hole, which can 
be laid down in front of an enemy for an instant drop-out. Here are some of the 


gags: 


Baseball. 

Bomb. 

Boxing Glove. Packs a mean punch. 

Brick. A good tool, it squashes snakes nicely. 

Crowbar. Who needs keys? 

Detonator. 

Dynamite. You'll need it to blow up the wall that has been built in front of the 
Toontown Tunnel. 

Exploding Cigar. Why do people insist on picking up these when you leave 
them around? Boom! 

Fishbone. A great way to get rid of the cat. 

Fist. Punching power, one of Eddie’s prime investigatory tools. 

Flashlight. It’s dark in the caves, and there are all of those creepy bats. 

Meat. You might be able to distract an animal with this. 

Password. You’ll need one to get into the exclusive Ink ’n’ Paint Club. See 
Super Secrets for some inside information. 

Portable Hole. Holy trap! 

Rose. Ah, Jessica. Give her one for a clue. 

Six Shooter. 

Spring Shoes. These boots were made for jumping over obstacles and holes. 

Wallet. Holds your money, of course. Money is nice to have when you go 
shopping. 

Whistle. Calls Benny the Car. 
You can choose the right item to use by holding the Select button; press the 

“B” button to use the selected item. 


| ALWAYS WANTED TO KNOW 
I know that Jessica is rehearsing her night club act at the Ink 'n’ Paint Club 
and she can help me in my investigation. But I can't seem to get in touch with 
her? You got her phone number, right? No? Look around the club, particularly 
the tables. 
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Okay, I found the phone number. What do I do with it? Gee, we don’t know. 
What do you do with a phone number? 

What does gorgeous Jessica see in that wimpy Roger, anyway? Sigh. If we 
knew his secret, we'd trade places in an instant. 


SUPER SECRET! 
Not all of the locations can be entered at first, and as the game goes on, some 
buildings that were unlocked at the start will suddenly be locked. (If you 
remember the story line of the movie, Judge Doom is embarked on buying up 
all of Toontown for his own nefarious real estate venture.) You'll need to break 
in some of the doors, but once you do, you had better move very quickly because 
an alarm may go off and the cops are on the Judge’s payroll. 

There’s an inside joke among cartoonists in the game. The “Ink ’n’ Paint 
Club” is named after the artists who produce the individual cells that are 
photographed in sequence to make a cartoon. When you get to the club, you’ll 
be asked for the password. You’ ll have to find the password somewhere in the 
city in order to give it to the guard, but what it says is: “Walt Sent Me.” Walt, 
of course, is Walt Disney, one of the founding fathers of cartooning. The Disney 
company was coproducer of the movie, too. 


POWER PLAYER HINTS 

When you start the game, Roger won’t have any weapons but his fists, and those 
won’t have much effect against the Weasels. But if you press the “B” button 
very rapidly, Eddie will wind up to throw a more powerful punch. (He is, though, 
very vulnerable as he winds up.) 

Think of this as an adventure game, and construct a map to help you navigate 
through the maze of scenes and clues. 

The basic clues to this game are to explore and experiment. Wander all over 
the city to see what you can find, and don’t hesitate to try using an ordinary 
object in an extraordinary way. 


8-Eyes™ 
Age: 5 to 17 
Difficulty: Hot Dog 


Into what seems like a never-ending parade of stab-em, punch-em wizardry games 
comes a nicely designed game with some nicely different touches. In 8-Eyes, you 
control your basic super-fighter as well as a trained attack falcon; you can play the 
game alone, controlling both the fighter and the falcon, or you can enter into a 
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two-player mode with one player in charge of the fighter and the other the falcon. 
The graphics are very nicely executed, with a great deal of attention to detail and 
the play action is very responsive. 

The story line is this: The earth is just emerging from hundreds of years of chaos 
after the destruction of nuclear war. The world is under the dominion of the Great 
King, who wields the power of the 8-Eyes, a set of strange jewels of power that 
were formed at the center of the eight nuclear explosions that nearly destroyed the 
earth. The jewels have been stolen by the Eight Dukes in a rebellion. 

It is your task, as Orin the Falconer, to retrieve the jewels for the king. At the 
Start you are armed only with your ordinary sword and your fighting falcon, Cutrus. 
You set forth for the eight castles of the dukes, where you will battle soldiers, 
strange nuclear mutants and finally the boss of each level. 

The initial puzzle—and one we are not going to solve for you, since it would 
take away much of the exploration of the game—is to determine the proper order 
in which to attack the first seven levels. 

Bosses can be injured with special weapons you will find in each level, and with 
the aid of Cutrus, but they can only be killed with the proper sword. After each 
boss is eliminated, Orin will be presented with a new sword, but that sword will 
only be effective against one of the remaining bosses. 

When you defeat a boss, he’ll leave behind a jewel for your collection. In the 
first seven levels you’ve also got to collect the seven scrolls. The scrolls will tell 
you how to place the jewels in the altar which appears after Level 8. 
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Just starting this game requires a special little trick, by the way: You need to 
find the secret way to get into the castles. Hidden in the walls you'll find levers or 
buttons. You’ll need to hit it with a sword or other item—in some cases Cutrus—to 
open the door. 


MANUFACTURER: Taxan/(415) 946-9500 
NUMBER OF PLAYERS 


1 or 2. An unusual simultaneous 2-player mode in which one player controls 
the warrior Orin and the second player controls Cutrus, his trained falcon. Both 
players cooperate on a single score. 


CONTROL PAD 

Arrows. Left and right move characters in those directions. Use Up and Down 
to climb or descend on stairways. In 2-player game, Cutrus can move much 
more freely up, down, left and right. 

“A” BUTTON. Jumps. 

“B” BUTTON. Stabs. 

Up arrow and “B” BUTTON. Releases or recalls Cutrus in 1-player game. 

Down arrow and “A” BUTTON. Sends Cutrus on attack if he is flying. Used 
in 1-player game only. 

Up arrow and “A” BUTTON. Use the selected weapon, if there is sufficient 
Ttem Power. 


NUMBER OF WORLDS 
8, each with multiple levels and hidden rooms. You can enter them in whatever 
order you would like, but there is only one order that will get you to the end of 
the game. The worlds are 


Africa. This is the home of King Amin, the most fearsome warrior of Africa. 
His weapon is a giant axe. He doesn’t always swing it; sometimes he throws 
it! The secret jewel of this level is an orange Topaz called the Devil of 
Zimbabwe. 

Arabia. The domain of Ghadie Rashal, who’s murder with a throwing knife. 
Get the better of him and retrieve the white Diamond called the Tear of the 
Nile. 

Egypt. Here you’ll have the pleasure of meeting Nari Tanatos, an evil sorcerer 
who sends white Power Balls from his skull-headed staff. He’s carrying the 
red Ruby known as the Blood of Tutankhamen. 

Germany. Lord here is Walter Nazischmitt, who will use a Swastika-shaped 
throwing star. Be rid of him for a purple Amethyst called the Fairy of 
Granada. 
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India. Yoga master Syfer Nasim can vanish before your eyes and reappear 
behind you. He guards a yellow Obsidian called the Wing of Angels. 

Italy. Quite a card is Geno Comechio, whose weapon is a razor-sharp steel 
playing card. Stop his game for a green Emerald called the Dancing Princess 
of Frenellia. 

Spain. Enrique Bartona, fencing master, rules here. Run him through on your 
sword and claim the giant black Pearl known as the Black Butterfly of 
Pereshusu. 


The final challenge comes in the House of Ruth, whichis not Yankee Stadium 
(the House that Ruth Built), but instead the home of Ruth Grandier, who wields 
a wicked whip and also controls the Devil’s Curse. Her jewel is the blue 
Diamond called the Nail of Satan. 


NUMBER OF LIVES 
1, made up of Life Points displayed on the screen. Orin (and faithful falcon 
Cutrus) start out with 6 points each; you can replenish them by gaining certain 
power-ups in the game. If you lose Orin, you lose the game. (“This is reality!” 
says the manual. Well, sort of.) 


SECRET WEAPONS 
When you destroy an attacker, he will leave behind a weapon you can use. Grab 
it quickly before it disappears from the screen. Available weapons include 


Boomerang. Wicked. Wanna see it again? 
Dagger. 

Gun. 

Ice Ball. 

Molotov Cocktail. A flame ball. 

Power Ball. 


You’ve got to punch away to find them, but various Power-Up Items are 
available in each level. Try using your sword, the boomerang and even Cutrus 
against the walls. Be aware that whoever touches Life Power items will receive 
the power; don’t send Cutrus if Orin needs the help. Here are the items you may 
find: 


Blue Jar. Boosts power meters by one point. 

C Jar. Gives Cutrus a full power charge, or increases Orin’s by one half. 
G Jar. Orin becomes invincible for a short period. 

S Jar. A full charge for Orin or Cutrus. 

Z Jar. Doubles the power of the sword for a short period of time. 
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| ALWAYS WANTED TO KNOW 

Come on, you gotta help me. It's not possible to win this game without going 
through the castles in the right order. By my calculations, that means there are 
40,320 possibilities! I’ d like to finish this game before I have great-grandchil- 
dren. Everyone’s in a rush, aren’t they? Didn’t you see the hint in the manual 
that the first sword you start out with will destroy one of the bosses of a country 
near France? That means Europe. Which means it is not Africa, Egypt, India or 
Arabia. 

Come on guys, that's not enough. Okay, okay. We understand Spain is lovely 
this time of year. And then you can catch a flight to Egypt. Figure out the next 
five by yourself, but finish your adventure in Arabia. 

What is the meaning of those crosses that appear after an enemy is killed? 
Besides indicating the death of an enemy, they also offer you a chance at more 
power. Act quickly and grab a White Cross for Item Power; take a Red Cross 
for Life Power. The player who gets the power is determined by whether Cutrus 
is in the air at the time: If Orin catches the red cross while Cutrus is aloft, Orin 
gets it all; if Cutrus catches the red cross while flying, he gets all of the power, 
and if the red cross is caught while Cutrus is perched on Orin’s shoulder, the 
power is split between them. 


POWER PLAYER HINTS 
One of the key strategies in this game involves using the bird Cutrus. He’ll be 
a real help to you, and there are some enemies that can only be killed by the 
falcon. 

You should also practice your swordplay. Don’t just stand and swing away 
in close fighting, because your chances of being injured increase that way. 
Instead, stab and pull back, just like you’ve seen them do on “The Three 
Musketeers.” 

Here’s another good secret: You probably know that there are things hidden 
in the walls inside the castle. But did you know there are items hidden outside 
almost every castle? Particularly valuable are hidden blue jars; inside they will 
give you an additional power point; outside they will expand your power 
capability and then will your energy level up. 


USING PASSWORDS 
When you defeat a boss, he’ll leave behind a jewel. When Orin touches the 
jewel, a password will appear. 


"2u 
32 Top Hits 


Adventures of Lolo ™ 


Age: 5 to Adult 
Difficulty: Hot Dog-Master of the Game 


Hey! This one’s a whole lot of fun and guess what! It’s good for your mind! 

The Adventures of Lolo is an attractive and painless introduction to logic and 
problem-solving, presented in the form of a relatively simple maze game with 
animated, entertaining graphics and a bouncy sound track. There’s even a touch of 
arcade excitement when some of the screens come to life as you make your strategic 
choices. 

This is not to imply that Lolo is strictly for the very young player, either. It was 
a big hit with the adults who played it, too. 

We particularly liked the fact that you could continue your game from the point 
where you ran out of lives; the fact is that many of the screens will require three, 
four and even five attempts until you come up with the logical solution to the puzzle 
at hand. 

This is nota timed game, either. When a new “room” is presented, the characters 
are all standing still and the player can study the layout and consider his options 
before diving in. 

This is a very clever, and ultimately very satisfying game. 


MANUFACTURER: Hal America/(503) 644-4117 
NUMBER OF PLAYERS: 1 
CONTROL PAD 


Arrows. Move Lolo up, down, left or right. 

“A” BUTTON. Used for Magic Shots or Power Options. 

“B” BUTTON. Not used. 

Select Button. Used to quit a round when your player is trapped. 
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NUMBER OF ROOMS: 5 per floor 
NUMBER OF FLOORS: 10 
NUMBER OF LIVES: 5. You lose lives in one of the following ways: 


If you’re caught by one of the monsters; 

If you’re lost in the water or lava; or 

If you give up by pressing the Select button. You’ll need to quit this way if 
your player becomes trapped with no hope of escape. 


TIMING 
You’ ve got all the time you want to study your moves before you start each 
room. The action is not timed once under way, either, although some creatures 
will chase you all over the place. 


SECRET WEAPONS 
Magic Shots. When you take one of the Special Heart Framers. you'll earn a 
Magic Shot. A monster hit by one will turn into an Egg. Lolo can move the 
egg around for a while before it turns back into a monster. 
Power. When you see a PW mark, you can use one of these power tricks by 
pressing button “A.”: 
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Bridges. Face Lolo toward a river (be careful that it’s not too wide!) 
Hammers. You can break down a rock. 
One-Way Passes. Change the direction. 


ITEMS 

Heart Framers. They’re there to protect Lolo from the attacks of the monsters 
and cannot be moved. When all of the Heart Framers in a room are taken, 
the Chest will open to reveal a Jewel. 

Special Heart Framers. They look the same, but they’ve got a hidden surprise: 
take one and you’ll earn two Magic Shots. 

Emerald Framers. Green, moveable blocks that can be used to hide behind or 
to trap monsters. 

One-Way Passes. Lolo can go through one of these arrow blocks in any 
direction except against the arrow. The direction of the One-Way Pass 
Arrow can be changed using Power. Monsters can go through the block in 
any direction they want. 


ENVIRONMENTS 
Bridges. They’re ways to get from one place to another; Lolo and the monsters 
can use them all they want. 
Deserts. Lolo can go here, but his speed will be cut in half while he’s there. 
Flower Beds. Lolo can hide here, but the monsters will lurk just outside waiting 
to pounce. 
Lava. Lolo can go over the lava bed, using a Bridge, but he’s got to move 
quickly before the bridge catches fire. Eggs cannot be floated over lava. 
Rivers. Lolo can ride Eggs on the water if the current is flowing; if it is not, 
Lolo will sink. 

Rocks. They’ll block Magic Shots or monster attacks. Lolo cannot pass through 
one, but can destroy a rock with a Hammer. 

Trees. They’ll stop Lolo, monsters and Magic Shots, but some monster attacks 
can get through the trees. 


ENEMIES 

Alma. He likes to get close; too close. 

Don Medusa. He’s the guy with the big smile, big teeth and horns. And he’s 
got a sword. But, he doesn’t move too much around the screen. 

Gol. He stays asleep until all of the Heart Framers have been taken, but then 
watch out: this guy must have eaten hot red peppers for breakfast! 

Leeper. Bump into him and he’ll fall asleep. Be careful, though, that he doesn’t 
block your way while he naps. 

Medusa. He’s got that Evil Eye. 

Rocky. This guy can really get in your way. 
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Skull. He wakes up and gives chase when all of the Heart Framers have been 
taken. 
Snakey. Cute and harmless. 


| ALWAYS WANTED TO KNOW 

How in the world do I get past floor 10-3? You are not alone, according to 
game counselors. This is the most common stumbling block for Lolo lovers. 
The key here is to use the snake as a block between the medusa and the heart 
you need. Shoot the snake once and it will turn into an egg and then push it into 
place; zip past it to grab the heart and then get out. Remember: don’t shoot the 
snake twice or it will disappear and you will lose your blocker. 

You don’t need to wait all the way to 10-3 to try that same maneuver. You 
should use the egg as a blocker in a number of lower floors. 


POWER PLAYER HINTS 
There are no secrets in this game, according to game counselors, except 
practice, practice and practice. Use your shooting power as outlined in the 
question above, when you can. Also take care when and where you bump into 
Leeper. There are some places you don’t want him to sleep, since they will block 
your way out. 
By the way, Hal America says kids always try harder than adults on this game. 
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Bad Dudes™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


This game is Bad! We mean it’s good, of course; just like the Bad Dudes are really 
bad good guys. 

The President has been kidnapped by the Dragon Ninja and no one, not the U.S. 
Army, the Secret Service or the Cub Scouts can rescue him. No one but the Bad 
Dudes! 

Blade and Striker (your choice of Dude) take to the streets on a rescue mission. 
The fight against the Ninjas takes place in a progression of beautifully drawn, richly 
deep scenes from an inner city to the top of a speeding train to acreepy cave. You'll 
have to fight ninja, samurai and super warriors at every turn. 

This is a well-done translation of the arcade super-hit, lacking the simultaneous 
two-player mode. 


32Top Hits 119 


oO 


mec XC Ee 


Ar HNN ar TTE 1p 


MANUFACTURER: 
Data East/(408) 286-7074 


NUMBER OF PLAYERS 
1 or 2 players. In two-player mode, competitors alternate turns against the 
computer. 


CONTROL PAD 
Arrows. Move the player Left or Right; Makes him look Up, or duck Down. 
“A” BUTTON. Kicks when close to an enemy; Punches when far from an 
enemy. To Pick up an item, press the Down arrow and the “A” button. 
“B” BUTTON. Jumps. To jump up to a higher level, press the “B” button and 
the Up arrow; to jump down, press the “B” button and the Down arrow. 


NUMBER OF WORLDS 


There are seven prinicipal areas for this game: 


The City. The Dragon Ninja’s men are all around, but the city is not a place to 
carry a bazooka. In fact, you won’t be carrying any weapons at all when you 
start. Look for knives and nunchucks on the street. You will probably also 
run into Karnov, the circus strongman who can shoot fireballs from his 
mouth. 
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The Big Rig. It’s time to do some trucking. Working your way to the front of 
the speeding truck can be hazardous to your health. 

The Sewer. Don’t go in; the water’s not fine. 

The Forest. The woods are alive with the Dragon Ninja’s rabid dogs. 

The Freight Train. What? A chase on a moving truck was not enough for you? 
How about hopping a freight train to the factory where the President is held. 


The Cave. This is the secret path to the heart of the factory. The Dragon Ninja 
and his men are near, but the newest hazard are stalactites that will fall from 
the ceiling of the cave. 

The Factory. The Prez is here, if you can get him. You'll have to fight your 
way to the elevator, then to the helicopter and then out the door—if you’re 
very good, 


NUMBER OF LIVES 
You have three lives per game, with each life lost after you take ten hits. There 
are special items that will restore some of your power. 


TIMING 
Each level has a timer; you can see a display that includes remaining time on 
the status screen. Pick up Clock special items to add times to the counter. 


SCORING POINTS 
Destroying your enemies will earn you points as follows: 
Blue Ninja. 100 points. 
Dog. 
White Ninja. 200 points. 
Dwarf Ninja. 300 points. 
Lady Ninja. 
Red Ninja. 400 points. 
Samurai. 700 points. 
Flaming Ninja. 1,000 points. 
Super Warrior. 10,000 points. 


You will also score 500 points for each second left on the clock when you 
complete a level, and on the last level 3,000 points for each Super Warrior you 
defeat. 
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SECRET WEAPONS 
You’ll find a number of special items scattered about through the game. Pick 
them up with the “A” button and the Down arrow: 


Energy. Grab one of these cans to restore you to full energy. 
Extra time. Go for more on the clock. 

Knife. More power to you. 

Nunchuck. Power again. 


DANGER! 
Watch out for Spikes. Why in the world would you want to land on one of 
these nasty-looking things? 


| ALWAYS WANTED TO KNOW 
This may be a dumb question, but what is a Nunchuck? Better to ask now than 
to meet one ina fight unprepared. A nunchuck is two sticks joined at the top by 
achain, rope or wire. Very, very nasty. 
I thought Karnov had his own game. What is he doing in this game? 
Moonlighting, we guess. 


POWER PLAYER HINTS 

The boss of each level usually enters from the right comer of the game; if you 
work your way to the edge of the screen and punch and kick away to the right, 
you may be able to land a few hits before he even comes onto the screen and 
attacks you. You’ll know he’s there when the Enemy Power meter appears on 
the status screen. 

Try to avoid falling off of the truck (we know that’s easier said than done) 
because it is difficult and dangerous to get back up once off. 

Whenever you can, drop everything to fight one of the red ninjas that run 
across the screen from time to time. They carry some interesting special items 
including extra time, energy or weapons. 


POWER ZOOMING 
You can continue the game indefinitely by selecting the Continue option after 
you have lost three lives. 
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Bases Loaded ™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


Take us out to the ballpark. This is a very detailed baseball simulation, with 2.5 
megabits of instructions inside the game pak. In addition to the statistics and 
information on 360 imaginary players on 12 make-believe teams, the cartridge 
includes computer-synthesized voices that call strikes and balls, safe and out. 

The play action is very crisp and easy to control, and we did like the crack of 
the bat on hits (although it is clearly an aluminum bat). Other than the bat, this 
game has a great deal of realism in its play, although there is no claim that the 
players and teams are not real. (If we had known they were going to put a major 
league team in Hawaii, we might have accepted that contract they offered us. 
Imagine the excitement, though, when Omaha plays Jersey!) 

And by the way, if you like “Bases Loaded,” you should take a look at “Bases 
Loaded II: Second Season,” which was expected to be available early in 1990. This 
new game will be packed with more statistics and information and feature. 
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In the new game, we’re told, each player will go through streaks and slumps just 
like real stars; pitchers will have different abilities with different pitches, and 
fielders will be able to leap high to grab line drives or dive low to snare grounders. 
We’re not sure why, but they’ve even added the player’s biorhythms to the 
statistical display. New field perspectives simulate a television broadcast. You’ ll 
see the game from over the pitcher’s shoulder from high up in the stands and from 
the press box. 


MANUFACTURER: Jaleco/(312) 647-7077 


NUMBER OF PLAYERS: 
1 or 2. In a single-player game, you are the home team. In two-player mode, 
opponents manage teams against each other, with Player 1 the home team. 


CONTROL PAD PITCHER 
You start your windup by pressing the “A” button. Use the arrow keys to select 
the speed of your pitch: 


Up. Fastball. 
Down. Changeup. 
No arrow. Normal speed. 


Now, you can control the type of pitch with the arrow keys. Here are the 
directions for a right-handed batter: 


Up. High. 
Right. Inside. 
Down. Low. 
Left. Outside. 


There are also intermediate positions. For example, to throw the pitch High 
and Inside, press between the Up and Right arrow positions. 
For left-handed batters, the Inside and Outside positions are reversed. 


“B” BUTTON 
When there is a runner on base, the pitcher can attempt a pickoff, by pressing 
the arrow key of the base to throw to, and the “B” button. 


CONTROL PAD BATTER 
The “A” button is a swing, and the “B” button is for a bunt. You must choose 
to bunt before the opposing pitcher begins his windup. 
Just pressing those buttons will cause your batter to swing straight across the 
plate. To change your swing, press one of the arrow keys as follows: 
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Up. Swing high. 

Right. Step away from the pitch. 

Down. Swing low. 

Left. Step into the pitch (toward the plate.) 


There are also intermediate positions. For example, to step away from a pitch 
and swing high, press between the Up and Right arrow positions. 
For a lefthanded batter, the step into and step away swings are reversed. 


CONTROL PAD FIELDER 
When the ball is hit, the defending team has to control the pursuit of the ball. 
The one player closest to the ball chases the ball. 
Move the fielder toward the ball using the arrow keys. Pick up the ball and 
point the arrow key toward the base you want to throw to, and then pres the “A” 
button. 


CONTROL PAD RUNNER 

Unless you issue a special command, baserunners will only advance one base 
when they are forced to run; for example, if you have a runner on second and 
the batter gets a single, the lead runner will not automatically run to third. 

To instruct one runner to advance a base, press the “B” button and the arrow 
key representing the base the runner occupies. To instruct all runners to advance 
a base, press the “B” button and the Down arrow. 

You can also try to steal a base! Wait until the ball has left the pitcher’s hand 
(make sure it’s going to home plate instead of the base you’re on) and then press 
the “B” button and the arrow corresponding to the base the runner occupies. 


NUMBER OF TEAMS 
Here are the available (fictitious) teams: Boston; Hawaii; Jersey; Kansas; Los 
Angeles; Miami; New York; Omaha; Philly; Texas; Utah; Washington, D.C. 
Each team has 30 players, including 12 pitchers. The players have different, 
realistic batting averages and statistics, which will affect their performance. 
The starting lineup is chosen by the computer, except for the pitcher. 


| ALWAYS WANTED TO KNOW 

How do I know which pitchers are starters and which are relievers? There’ s no 
way to tell in the game, but I always seem to be choosing guys who peter out 
after an inning or two. You can’t tell the players without a scorecard, and you 
don’t get one with this game. However, we’d like to help. Following is a list of 
Starters as determined by Jaleco’s ace game counselors. If you see a name with 
an asterisk, that means the player is the ace of the staff, The other pitchers on a 
team are best for short relief appearances: 
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Philly: Gantos, Morris, Stone, Ellis 

DC: Knapp, Sether, Morgan, Fern, Thomas 

Boston: Fine, Birdie, Pacos, Creene, Rosa, Bakko, Ballou 
Jersey: Valez, Greco, Westin, Scott, Less, Rose 

Kansas: Mills, Black, Carter*, Rick, Platt 

NY: Hodges, Fillo, King, Cora, Fiore, Howe 

Miami: Bonds, Shard, Jowel, Irving*, Jarvis, Nudor, Olson 
Hawaii: Cuomo, Cook, Ford, York, Tamino 

Utah: Stava, Tillis, Bella, Murray, Lund, Miller 

LA: Moral, Thomsy*, Smithe, Jonas, Bailey* 

Texas: Kramer, Major, Tutor, Newton, Reilly*, Sax 
Omaha: Anders, Hunt, Watts, Gibbs, Miles, Foot, Hallas 


What does Yuk Dum Boo Bum on the scoreboard mean? Look carefully at 
the little numbers next to the words; these are the strange names for the men in 
blue (the umpires). 

How do I start a bench-clearing beanball fight? What are you, weird? Well, 
okay, it is fun to watch. They’re kind of hard to start, but among the conditions 
that have to be met are these: It has to be after the third inning, usually the third 
or fourth batter in the lineup (power hitters) have to be up and it sometimes takes 
a few chin-ticklers. 


POWER PLAYER HINTS 
You’ve only gota second or so, but when you’re at bat, your first reaction should 
be whether to step into or away from a pitch. Use the arrow key and hold off 
pressing the “A” button for a swing until you decide whether it’s going to be a 
pitch you can hit. 

Here’s a scouting report on three top teams from the game counselors: 

Philly is a well-balanced, good hitting and pitching team. Gantos is the 
number one starter with a great fastball and best breaking ball. Oko is ranked 
in the top ten for average and home runs. The leadoff hitter Jones has great speed 
and is an excellent base stealer. 

Boston is the best power-hitting team. The entire top half of the order can put 
the ball over the fence. Freida is second in batting average in the league, third 
in homeruns. There is also a lot of speed on bench including the fastest player 
in the league, Uma. Pitching is solid but not the best. 

The very best player in the league is Paste on the Jersey squad. He carries an 
otherwise very ordinary team on his back. The pitchers are below average. 


USING PASSWORDS 
If you have chosen the Pennant mode, you will enter into a full 132-game season 
against the computer. At the start of your first game, the computer will ask for 
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a password; ignore this request, but be sure to write down the password that will 
appear after your completed game. You’ ll need itin order to resume your season. 

We don’t want to give away the entire season; that’s not the way to get into 
the Hall of Fame. However, here’s a password you can use if you'd like to be 
transported about one-third of the way through a season as manager of the team 
from New Jersey. You’ll pick up with a super 34-7 record if you enter: 


Bionic Commando ™ 


Age: 5 to 17 
Difficulty: Hot Dog 


GEEDFBH 


This is sort of like “Rambo of the Apes.” You’ve got this hot dog of a soldier, fully 
equipped with a powerful arsenal of weapons, but he’s got this bionic arm. Point 
it in the right direction, press the correct button, and the arm telescopes out like a 
jungle vine just perfect for climbing and swinging. 

This game is a sequel to the successful “Commando” arcade hit and comes from 
the same company that offers “Mickey Mousecapade.” Why do we point that out? 
Because no two games could be more different. If the Bionic Commando were to 
bump into Mickey, there’d be mouseburgers for dinner. 

‘The story line is this: For two years, the people of your country have fought 
against the relentless onslaught of an invading force, without much luck. The army 
is all but wiped out and weapons are nearly gone. 

Buta team of scientists, working in a hidden laboratory, have developed the tool 
for the ultimate foot soldier: a bionic arm. With this arm, a commando has the 
power and versatility of an entire army all to himself. 

You are the chosen soldier, and you embark on a mission into the heart of the 
enemy’s headquarters. Among your goals is to rescue a commando sent in earlier, 
Super Joe. You're going to have to make assaults as a guerilla warrior in the forest; 
you'll storm a beach in a one-man invasion and you'll grapple underground. 

The key to playing this game is to make good use of the bionic extension. You 
can think of the magical arm as a climbing tool—extend it upward and pull—or 
youcan use it like Tarzan. Attach the arm as you move, pull up your feetand swing. 
The arm/vine is often the only way to get over an obstacle or a bad guy in your 
way. 

You'll find the game itself to be pretty easy to pick up as you go along; you'll 
find the manual that comes in the box to be a bit sketchy. We'll try to help. 
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MANUFACTURER: Capcom/(408) 727-1665 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
Arrows. Move player left, right, up or down. 
“A” BUTTON. Extends the Bionic Arm. (See Super Secret!) 
“B” BUTTON. Shoots the following guns: 
Normal gun 
Wide Gun 
Rocket Gun 
3-Way Gun 
Machine Gun 
Start Button. Starts the game. Also used to employ Flare Bomb and Medicine. 


NUMBER OF WORLDS 
19. The first 12 areas are battle scenes; 13-19 are “neutral zones” where you 
can carefully travel among enemy soldiers in search of supplies. You may also 
be able to interrogate enemy soldiers. 


NUMBER OF LIVES: 3 
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WEAPONS 
He may be bionic, but he still uses weapons. Here are the available pieces in his 
arsenal: 


Normal Gun. The standard-issue piece to start the adventure. 

Wide Gun. Covers a broader pattern, but doesn’t reach as far. 

Rocket Gun. A powerful launcher, it can penetrate armor and buildings, and 
can be fired continuously. 

3-Way Gun. A multi-purpose device, it can break the shield. 

Joe’s Machinegun. 

Hyper Bazooka. Use it against helicopters when you can. 

Flare Bomb. Very useful in the cave. 


FRIENDS 

1-Up. Adds another life. 

Bullet. Appears when you defeat an enemy. 

Bulletproof vest. Will guard against one out of two bullets. 

Charm. Looks like a religious medal to us. Good to block one bullet. 

Communicators. There are radios with four different frequencies. You can 
only talk to other communicators that have the same symbol marked on them. 

Helmet. Will block three bullets. 

Tron Boots. Another weapon. Give them a kick. 

Magazine System. Add this to a Normal Gun and it becomes a repeating 
Magazine Gun. 

Medicine. Restores your player’s energy. Use it with the start button. 

Permit. Paperwork! You'll need to have a pass to get into some of the neutral 
zones, 

POW. Anenergy ball that will surround you and protect you for a few seconds. 


ENEMIES 

Soldiers: 
Barrier Soldier 
Bazooka 
Bearded Soldier 
Commander 
Construction Soldier 
Dwarf 
Generalissimo 
Giant Soldier (The Boss) 
Heavy Object Throwing Soldier 
Remote Control Soldier 
Soldier with Knife 
Suicide Bomber 
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Enemy Hardware: 
Cannon Mobile 
Crane Caterpillar 
Double Deck Cannon 
Helicopter 
Jeep 
Laser Cannon 
Pod 


| ALWAYS WANTED TO KNOW 
At one point in the manual, it says that I can fire guns using the B button? I 
thought it was the A button? Us, too. In fact it is the “A” button. Tsk, tsk. See 
the Super Secret below. 

Do1 really have to sit and read all of those silly messages from headquarters 
at the start of a game? Nope. Just press the “A” and “B” buttons together after 
you’ ve started the game. You'll go right to the map. 

How do I defeat Albatross in the final stage? You'll come to a large flying 
saucer with a glowing orange light in the upper right corner. Pull your way up 
there and get to the ledge and fire from there—about seven quick shots with the 
rocket launcher should do the trick. 

Where is the Hyper Bazooka? Well, we just got you to Albatross—don’t stop 
there. Move past him. 


SUPER SECRET! 

We’re right, they’re wrong! We don’t care what it says right there on page 5 
of the instruction manual. The “A” button is used to extend the bionic arm 
and the “B” button is used for guns and weapons. It’s a pretty awful mistake 
to find in a manual, but we guess that’s why you bought this book. 

Escape hatch. If you need to get out of a level in the middle of a fight, hold 
down the Start button and push the “A” and “B” buttons at the same time. 


To destroy the helicopter, you’ve got to dive off a ledge and fire as you pass 
by the cockpit windows. This is not something you’! get to do very many times, 
since it will probably cost you a life. 


DANGER! 
Watch out for the snow drifts of area three. Stay above them, using your bionic 
arm to ski through the trees. 


POWER PLAYER HINTS 
The rooms are not numbered consecutively; although you can move about in 
almost any order you want, you'll likely find that your chances of success will 
be greater if you go through them in the order you come to them. That way, 
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be greater if you go through them in the order you come to them. That way, 
you’ ll have a good chance of picking up weapons before you need them and 
obtaining clues when they are valuable. 

Check your progress on the map display regularly; observe the appearance 
of secret tunnels from room to room. 

Don’t shoot in the neutral zone; that’s against the rules of diplomacy. It’ll 
also allow you to gather supplies and information. 

From time to time, headquarters will send in supplies to you by parachute 
drop. Shoot the parachute to reveal the contents of the package; it may include 
bullets or medicine or a special weapon. 


POWER ZOOMING 
This game allows the player to continue from the point where he was killed off, 
which is always a good way to learn the game. The method employed, though, 
is a little bit unusual. Instead of merely selecting the “continue” option from a 
menu screen, in “Bionic Commando,” the right to continue a game is something 
you must earn, 

After shooting certain of the enemy soldiers, a bird will appear. What would 
you do with a pretty bird in this game? Why, kill it, of course! Do so and earn 
a continue. 

You are allowed as many as nine continues in your kit bag; collecting them 
is one way to increase your chances of making it to the end of the game. 

Look for the elevator in Area One; it will allow you to move quickly to other 
worlds. 


Blaster Master ™ 


Age: 5 to Adult 
Difficulty: Hot Dog-Master of the Game 


Where do they come up with these stories? We’re going to award one of our 
creative writing prizes to these guys. 
Here’s the story line: 


“Jason had a pet frog named Fred. One day, Fred decided he had enough of 
being in a fish bowl and made a dash for the door.” Okay so far? Sounds 
like a friendly little tale that could have come from your house or ours, right? 


We continue: 
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“Once outside, Jason was totally amazed to find Fred running toward a huge 
radioactive chest.” Just like in our backyard; how about yours? 

“As soon as Fred touched it, he grew to an enormous size, and the radioac- 
tive chest fell into the earth along with Fred. Jason tried to reach for Fred 
but fell into the hole along with him.” Uh-oh. 


And what do we find down this hole in our backyard? Why a subterranean world 
of radioactive mutants, controlled by the evil Plutonium Boss. 

So Jason sets out in this super-duper car he finds down in the hole to destroy the 
Plutonium Boss and save the world. And, oh yes, he wants his frog back. 

Blaster Master is a nicely produced arcade/adventure combination. You’ve got 
one hot rod of a little tank to drive around in: About 21 feet long, it weighs 30,000 
pounds and has an engine that puts out 16,000 horsepower. That is one rocket of 
a tank! Your dad’s car out in the driveway probably weighs about one-tenth as 
much, about 3,000 pounds and has an engine about one-hundredth as powerful. 
But then again, dad doesn’t have to run away from 20-foot-tall radioactive toads 
spitting fire very often. 

Youcan, and will, play this game in two different modes, For much of the game, 
you can sit in relative safety in your tank and shoot attackers from there. But you 
will come to places that are too narrow for your mechanized vehicle, and you’ll 
have to venture out for a while. Be careful. 

The main challenge comes when you finally get to battle the super creatures at 
the end of each stage. 

The manual includes maps of the first seven stages of the game and some general 
hints worth studying. Before you start the game, sit and watch the cute introductory 
story about Fred’s escape from his jar. And watch a little bit longer and you will 
be able to see glimpses of some of the later stages and monsters you will be able 
to battle once you get the hang of this blasted game. 

Would you excuse us, now, though? We think we hear a frog outside. 


MANUFACTURER: — Sunsoft/(312) 350-8800 
NUMBER OF PLAYERS: 1 


CONTROL PAD 

Arrows. Move Jason and his vehicle left or right and aims the gun up, left or 
right. 

“A” BUTTON. Makes vehicle jump. When Jason is out of the vehicle, throws 
a hand grenade. 

“B” BUTTON. Fires guns. 

PAUSE: To pause the game, press the Start button; press the button again to 
resume play. 
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NUMBER OF LEVELS: 8 


NUMBER OF LIVES 
3. You lose a life when you run out of power; there are Power Capsules you 
can grab toadd extra units. You may Continueas many as five times per session. 


SCORING POINTS 


There is no scorecard; your goal is to survive to the end of the game. 


SECRET WEAPONS 
There is a wide range of weapons you’ll be able to use in Blaster Master. The 
devices are available to you after you defeat the bosses of the various levels of 
the game. 
Here is a listing of the weapons and where you'll be able to find them: 


Crusher. A super cannon, you'll earn one when you get past the boss in Stage 
1. 

Hyper. A wall crusher, found after Stage 2. 

Hover. Go floating, after Stage 3. 

Key. What do you use keys for? After Stage 4. 

Dive. Learn to swim, after Stage 5. 

Wall I. Do you feel like climbing the walls? You can, after Stage 6. 

Wall II. Why stop at the walls? Go for the ceiling after Stage 7. 


There are three special weapons that you can earn as you continue on your 
quest. To use one of them, press the Down arrow and the “B” button at the same 
time. Then press the Left or Right arrow to choose the weapon you want to use. 
On the screen you'll see a number that indicates the number of times you will 
be able to use each weapon. 

Homing Missile. A heat-seeking weapon, it can search out targets. Symbol is 

a missile with an “H”. 

Multi-Warhead Missile. Three bangs for the price of one. 
Thunder Break. A pulse of electromagnetic lightning that will knock down 
your enemies. Symbol is a lightning bolt. 


You'll need to recharge some of your weapons: 


Gun Capsules. These increase Jason’s supply of ammunition. Each capsule you 
catch brings one ammo unit. A Flashing Gun Capsule is worth four units. 

Power Capsules. Circled “P” letters are worth an extra life unit. Flashing 
Power Capsules are worth four units. 

Thrust Units. The ability to hover will come after the Mutant Boss in Stage 3 
is defeated. You'll need power, though; get some by shooting or catching 
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Hover Capsules. The Circled “H” letters are worth one hover unit. Flashing 
Hover Capsules are worth four units. 


| ALWAYS WANTED TO KNOW 
How do I defeat the final boss? Well, actually, there are two final bosses. The 
first one is the nasty, clawed creature you can see on the box cover and on the 
cartridge; the second is the Plutonium Boss. 

Okay, you’re in the boss’s room. Before you start on Mr. Claw, be sure you 
grab the flashing gun capsules in the upper right and lower left comers—you’re 
going to need all of the ammunition you can. When the cover boy comes in, 
stay down at the middle of the bottom of the screen shoot straight up. He’ll drop 
five bouncing balls; use your gunfire to repel the balls and eventually prevail. 

Now comes the Plutonium Boss. He carries a whip, but he’s not able to use 
it directly to the side. Therefore, game counselors recommend that you work 
the room in a “V” pattern. Move on an angle, since Jason moves faster in that 
direction. Jump up and to the right and shoot, and then when the boss starts 
coming at you, jump down and up to the left and shoot for a while. Repeat the 
pattern until you are the last creature standing. 


SUPER SECRET! 

Here’s a trick that can help you get past some of the super-creatures at the end 
of each stage, if you can fine tune your timing just right: Toss a Hand Grenade 
at the creature and then take a powder by pressing the Start button to Pause the 
game. If you hit it just right, the action on the screen will freeze, but the grenade 
will still be flashing. Give it a few seconds and then return to the action with 
the Start button again, and the bad guy should have gone bye-bye. This seems 
to work well at the ends of Stages 2, 4, 6 and 7; you may find other places to 
use it, too. 


DANGER! 
Watch out for land mines on the surface. Your safest path is often to jump from 
hilltop to hilltop. 


POWER PLAYER HINTS 
Why in the world would you want to get out of a tank in the middle of a scene 
like this, unless you absolutely have to? Why, the amazing thing even floats on 
water! 

Study the maps provided in the manual to help you get from stage to stage. 
Note that you will often have to backtrack to get from one of the advanced stages 
to the upper reaches. For example, to get from Stage 6 to Stage 7, you need to 
go back through Stages 5, 4, 1 and 2. The door to Stage 7 can be found in Stage 
2. 
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Practice your jumping. One of the keys to success here is to make like Fred 
the Frog whenever you can. You'll find, by the way, that you can jump a bit 
higher by pressing the “A” button while you are moving forward or backward. 

This game benefits from the use of a joystick with a turbo feature. 

Speaking of jumps, here’s a maneuver you might want to try: Get your player 
moving with the left or right arrow key, and then press both the “A” and “B” 
buttons. You will fire a bullet in mid-air. If you are using a joystick with a turbo 
feature, you’ll fire a volley at different levels as you go up or down. 

And finally, take advantage of the offer for the Sunsoft Game Time News. 
You'll find a card for a free subscription; you’ find valuable hints to this game 
and other Sunsoft titles including Fester’s Quest and Platoon. 


Bubble Bobble™ 


Age: 4 to Adult 
Difficulty: Hot Dog-Master of the Game 


Bub and Bob are a pair of happy dinosaurs who live in a peaceful forest. 

But one morning they wake up to find that two of their buddies have been 
kidnapped by the evil Baron von Blubba. 

The two Brontosaurus buddies set off to rescue their friends, but first they must 
fight their way past hundreds of nasty beasties sent into the forest by the Baron. 

The game itself is a series of colorful mazes, through which our heros move 
from bottom to top. The worlds are populated by dozens of strange and menacing 
creatures. At the start of the game, Bub and Bob can run and jump to get away from 
the nasties, or they can use their magical bubble-blowing powers to fight off their 
pursuers. 

One of the strong points of this game: two players can compete at the same time! 
One controller moves Bub and the other Bob. Together you fight off the beasties 
and progress through the game. Each player scores his own points, but together 
you may be able to win some battles you might otherwise lose! 

In fact, although you can play the game all the way to the end by yourself, the 
only way to get a “Happy End” message is to be in the two-player mode. Read on 
for a SUPER SECRET! that will help you here. 

You must pop every beastie in each round in order to be transported up to the 
next round. As you move through the mazes, you will find floating letters going 
by from time to time. Grab hold of the letters to spell the word EXTEND and you’ ll 
move on to the next level. 

You'll note that it has an unusual age ranking—we found some young players 
who couldn’ t get very far into the game, but still enjoyed fooling around. And don’t 
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get the idea that this isa very simple game; once you’re afew screens into it, Bubble 
Bobble can become quite intense. 

The graphics are very cute and the gameis sufficiently different from other NES 
games to make it worth a place in any serious collections. We only wish the authors 
of the music had managed to write more than one tune. 


MANUFACTURER: | Taito/(604) 984-3040 
NUMBER OF PLAYERS: 1 or 2 
CONTROL PAD 

Arrows. Move dinosaur left or right 

“A” BUTTON. Jump up 

“B” BUTTON. Blow bubbles 
NUMBER OF WORLDS: 2 


NUMBER OF LEVELS: 113 in each world! 
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NUMBER OF LIVES 
3 to start. A life is lost when Bub or Bob is touched by a beastie, or by one of 
the weapons they carry. 


TIMING 
The amount of time for each round gets shorter and shorter, until you have only 
about 10 seconds or so to clear enemies in the upper reaches of each level. 


HOW TO CAPTURE THE BEASTIES 
Press the “B” button and blow bubbles at them until you capture one within a 
bubble. Then charge at them or jump on top of them. You can also herd groups 
of bubbles with beasties together by lightly touching individual bubbles and 
moving them until they touch each other; then back up and charge at the group 
of bubbles and burst them all at once. 


SCORING POINTS 
The way to get the most points in this game is to burst bunches of bubbles with 
bunches of beasties inside. Bursting a single empty bubble brings you just 10 
points; bursting a beastie is worth 1,000 points; the scale goes all the way up to 
64,000 points for bursting a bunch of bubbles with seven beasties inside. 

On some levels, you'll find magic jars: grab one and a special bonus screen 
appears. Scoot around and grab all of the targets (musical notes, pots of gold, 
flowers and four-leaf clovers) and pick up as much as 100,000 extra points. 

Every time you burst a bubble with a beastie within, and when you clear all 
the beasties from a particular level, you'll find more bonus items with various 
values. 

If you can make it through the first 20 rounds with your first dinosaur, you’ll 
find yourself in a secret roomful of diamonds with 400,000 points for the taking! 


SPELLING RELIEF 
Grab the passing letters as they float by. When you can spell “EXTEND,” you 
can advance to the next level. 


COOPERATION 
When two players are in the game, they both play at the same time. Cooperate 
to gang up on the toughest creatures; the points will go to the player who 
completes the effort, but you’ll both move through the worlds together. 


SECRET WEAPONS 
Keep your eyes open for these special tools; capture them to help you win the 
game. 
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Bomb. With one mighty “whoosh,” one of these can clear all of the beasties 
from the screen. 

Book of Thunder. Teaches the Bronto buddies to blow thunder bubbles. 

Candy. Eat one of the little bonbons and Bub and Bob can blow bubbles even 
better. 

Cross of power. Bestows the power to bring fire, lighting or water to ward off 
the beasties. 

Crystal ball. Appears in Round 99, the key to the next round. 

Drug of Thunder. Found only in the last round of each world, giving you the 
power of thunder bubbles. 

Heart of power. Makes you invincible for a while. 

Magic Jar. Grab one and go to the special bonus round. 

Parasols. We call them umbrellas; you can use them to warp through as many 
as five levels. 

Necklaces. 
RED brings forth a ball of energy that stops the beasties in their tracks. 
GREEN gives you an extra Bub or Bob at the end of a level. 
BLUE summons a special EXTEND bubble. 

Rings. 
BLUE: Brings on falling stars. 
GREEN: Starts an avalanche. 

Shoes. Put them on and make like a track star. 

Treasure boxes. When the last beastie is burst, a prize will fall from the sky. 

Wizard’s staff. Grab hold and wait for the magic when the beasties are gone. 


ENEMIES 

Baron von Blubba. The master of the maze, he’s always waiting just outside. 
If you take too long in any one round, he’ ll step in to end the game! 

Beluga. This whale’s a pushover. 

Bubble Buster. That’s what he does. 

Coiley. Hopping mad. 

Grumple Grommit. A big cousin to Willy Whistle. Get around, not through, 
his bubbles to get to him. 

Hullaballoon. 

Incendo. A real hot-head. 

Stoner. Ghostly, 

Super Socket. He’ll try to plug you with projectiles. 

Willy Whistle. 


HOW TO MOVE FROM ROUND TO ROUND 
Special technique: Ride on top of a bubble. Press the “A” button and hold it 
down while you move atop a bubble. 
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HOW TO ADVANCE TO THE NEXT WORLD 
Collect the letters that spell EXTEND. The secret to completing each world can 
be found in level 99. 


DANGER! 
Beasties can escape from their bubbles. Keep your eyes open. 


A HAPPY ENDING 
If you complete the game by yourself, you will most likely receive a message 
that reads: “Bad End. This is not a true ending!” A true “Happy End” can only 
come when two players are in the game. 


AN UNOFFICIAL HAPPY ENDING 
If you have at least one character still left, you can add a second player at any 
point in the game if a friend comes along, or if you want to have that second 
player available in order to get that happy ending you seek. Press the Start button 
to pause the game, then press Select to add a second character. 

If you’re the type who likes to leave things for the very last moment, go all 
the way to Room 99, take the Crystal and go through the door to Room AO and 
continue on to Room B3. In B3, surround the last remaining enemy in bubbles 
but don’t burst the bubble. Add your second character now (Start, Select, then 
Start) and now burst the bubble for a happy ending. 


POWER PLAYER HINTS 
Sometimes it’s better to let the beasties come to you. 

Ride the bubbles. It’s one of the ways out of the tougher rooms. 

Find a good player to cooperate with you in a two-player game and share the 
fun—it might be the only way you'll make it through some tight spots and to 
the end, anyhow. 

You can play the game for points, or you can play the game to try to get to 
the end of the maze. If you go for points, you will want to stay away from warps 
and not spell out EXTEND; the highest score will come from working your way 
through, round by round. 

Grab as many magic bonuses as you can. The most important, though, are 
candies, letters and shoes. 


USING PASSWORDS 
Every time your game ends, a five-letter password appears on the screen. If you 
write it down and enter it the next time you turn on your NES, you can start 
from the last level you played. After you’ve entered the password, be sure to 
select 1P CONTINUE or 2P CONTINUE before pressing START. 
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POWER ZOOMING 
If you experiment by entering nonsense five-character passwords, you may find 
the keys to jump right into some of the advanced levels. Remember to use these 
just for practice! You haven’t really won the game until you have made it from 
Round 1 in Level 1 all the way to the end of Level 2. 

Here is a sampling of some of the passwords to upper levels that Bubble 
Bobble players have found. We don’t ordinarily give so many clues, but in this 
game there are so many levels and we trust you’ ll use these just for practice and 
not in a real game, right? 


AAAAB 
CAJFI 


EECFG 
EECJJ 
GEJFJ 
GGJBI 
GHCCB 
HBGBD 


HJFAB 


IEJJJ 
DIB 


16 in the regular game. 

89 in the super game, with some neat 
challenges. 

The same last screen, just before the Boss, 
in the super game. 

Starts at the end of the regular game, in 
screen B2. 

This is 99 in the super round. 

96 in the super game. 

C6 of the regular game. 

Heebee, Geebies all right. This is E6 in the 
super game, and Grommit is here. 

You'll find the Drug of Thunder here in F5 
of the regular game, along with Grumple 
Grommit. 

43 in the regular game; lots of stuff to grab 
here. 

32 in the regular game. 


Bump ’n’ Jump ™ 
Age: 5 to Adult 
Difficulty: Apprentice-Hot Dog 


Yow’re out for a pleasant afternoon’s drive in your Buggy with your girlfriend 
Bunny (or is it your Bunny with your girlfriend Buggy?) All of a sudden you are 
attacked by a nasty road gang called The Jackals, and they kidnap your girl and 


speed off. 


Away you go, on a bumping, jumping chase through city streets, country roads, 
along mountain cliffs and to the sea! 
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This game is like an electronic Bumper Car ride from an amusement park. You’ ll 
earn points by nudging your opponents into brick walls or over cliffs; they’ll try 
to do the same to you. But don’t forget to jump when the road stops! 

This is an enjoyable arcade game, with a pleasant musical soundtrack and simple 
rules and controls. 

MANUFACTURER: Vic Tokai/(213) 320-1199 
NUMBER OF PLAYERS: 1 


CONTROL PAD 


Arrows. Left and right arrows move the car in those directions. 
The up arrow increases the speed; the down arrow reduces speed. 


“A” BUTTON. Set up a jump by pressing this button. 
“B” BUTTON. Emergency brake. 


NUMBER OF DISTRICTS: 4. City, County, Mountains and Seaside. 
NUMBER OF COURSES: 16 
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NUMBER OF LIVES 
3 to start, with 100 liters of fuel. You'll lose lives by crashing into obstacles or 
water. Look for the 1-Up bonus on the road for an extra car. 


SCORING POINTS 
You score points for each successful bump and earn bonus points at the 
completion of each course based on the number of enemy cars you havecrashed. 
The. game will display the high scores for each session. 

You’ve also got to keep your fuel supply above “empty.” If you run out of 
fuel, you'll lose the ability to jump, and you won’t last beyond the next water 
jump. Look for Power Barrels for more fuel. 

If you can somehow manage to make it to the end of a round without 
destroying a bad guy, you’ll be rewarded for your nonviolence with a 50,000 
point bonus. 


SECRET WEAPONS 
The Bump. Tap into the side of an enemy car and send it into a wall. 
The Crush. Steer your car into an enemy vehicle and push it. 
The Jump. Press the “A” button to soar over an enemy car in your way; also 
works over obstacles and water hazards. Note: You have to be going at least 
150 kilometers per hour (about 94 mph) in order to jump, and you need to 
have fuel in the tank. 


GOING TO THE REPAIR SHOP 
Look for the diamond symbol for the Repair Shop. Run over one and your car 
will automatically be taken for a pit stop for a full checkup and repair session, 
and a topping off of your fuel tank. But does anyone out there know what it 
means when they say they’ve checked the Haizara? 


ENEMIES 
The Authorities. 
Ambulance. When one comes up behind you, you’ll have to pull over and let 
it go by. 
Patrol Car. Don’t speed. At least when this guy’s around. 


The Jackals. 

Dark Jackal. The lead car of the bad guys. 

Buggies, Jeeps. Other Jackal vehicles. 

Enemy Interceptors. These guys seem to always be getting in your way. 

Bulldozer. He’s a lot bigger, and much slower than you are. 

Cement Mixer. He’s a lot heavier than you are. 

Fuel Trucks. You’re going to be a lot slippier, if one of these guys dumps some 
oil in your way. 
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Sand Trucks. If they drop sand on the road, you’re going to skid. 


Road Hazards. 
Concrete. Boom! 
Oil. Splish! 
Sand. Kerplatt! 


| ALWAYS WANTED TO KNOW 
Come on, guys. What is a Haizara? Oh, all right: Our sources at Vic Tokai 
looked it up and told us a Haizara is an ash tray. Apparently this one slipped 
through in the translation from Japanese to Nintendo English. 


SUPER SECRET! 
During a visit to the Shop, tap away at the “A” button as fast as you can. For 
each tap, you’ll pick up a valuable liter of gas. If you’re quick, you can add 
hundreds of liters here. 

There is a hidden Continue option in this game, left in from the programming 
work, no doubt. 

We know this is a one-player game, but havea second controller plugged into 
the control deck, anyhow. When your game is over, press down and hold the 
Select button on Controller 1; at the same time press down both the “A” and 
“B” buttons on Controller 2. Release the buttons, and press the Start button on 
Controller 1 twice. 

It’s not as complicated as it sounds, and it will return you to the start of the 
level you just left with three new lives. Your score will drop back to 0, though. 


DANGER! 
Watch out for obstacles in the road, including rocks, trees and buildings. Steer 
around them or jump over them. 


POWER PLAYER HINTS 

Watch for the red Exclamation Point. It will warn you of upcoming dangers, 
like water you must jump. 

Try to stay near the center of the road, because enemy cars will bump you off 
course regularly. 

Don’t let your speed drop below 150 kmh or you won’t be able to jump over 
obstacles. 

Grab as many Power Barrels as you can. 
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California Games™ 


Age: 5 to Adult 
Difficulty: Apprentice-Master of the Game 


Totally tubular! Surf's up. It’s, like, time for some gnarly competition or some 
awesome athletic events that come straight from the bizarro beaches of California, 
for sure. 

This is a cleverly animated and entertaining Beach Olympics. Youcan compete 
for your own Personal Best, or gather a whole crew for a great party game. 

There are six different types of events: Half-Pipe Skateboarding, Foot Bag, 
BMX Bike Riding, Surfing, Rollerskating, and Flying Disk competitions. This is 
anice break from killing aliens or tussling with dragons. 

You can choose to compete in all six events, in just some events or just to practice 
on one event. This game has some of the most complex assignments of keys on the 
joystick of any NES game. There are a lot of interesting little graphics and sound 
effects—catch “Bruce” the shark patrolling just below the break of the waves in 
the surfing competition. 
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MANUFACTURER: Milton Bradley/(413) 525-6411 
NUMBER OF PLAYERS: 108 


CONTROL PAD 

Arrows: Move the contestant up, right, down, left or on an angle between any 
of those positions (up to the right, down to the right, down to the left or up 
to the left.) 

Note that many of the events will make special assignments for certain of 

the arrow keys, such as for jumps or spins. 

“A” BUTTON. Depending on the situation, the “A” button will 
Select an event; 
Go to the next event, or 
Return to the options screen after practice or competition. 

“B” BUTTON. Assigned to different purposes in different games. 


NUMBER OF EVENTS 
There are six events: - 


BMX Bike Racing 
Flying Disk 

Foot Bag 

Half Pipe Skateboarding 
Rollerskating 

Surfing 


TEAM NAMES 
Each player gets to choose a sponsor for their team. Just like in the real world 
of big-money sports, the major corporations are all anxious to attach their names 
to your fame. You can choose from: 


MAXX-OUT. 

Costa Del Mar. (Sunglasses) 

Kawasaki. (Motorcycles) 

Santa Cruz. (Surfboards) 

Ocean Pacific. (Clothing) 

Casio. (Electronics) 

Auzzie. (Surfboards) 

Spin Jammer. (Flying disks) 

Milton Bradley. (Board games and Nintendo game paks) 


There is no secret here. The names are just names, and your scoring will 
depend solely upon you dexterity with a joystick. 
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THE GAMES 
Half Pipe Skateboarding 

This is an event that was created by daredevil skateboarders who would play 
in the concrete “rivers” of southern California—the flood control channels that 
tun from the mountains to the sea. The rivers are dry for most of the year, and 
skateboarders discovered them as perfect places to do tricks. 

You earn points for the stunts you complete, with the more difficult stunts 
worth more points. Your turn lasts for 75 seconds, or three falls, and you can 
perform as many tricks as you can in that time. 

General instructions: You want to carry as much speed as you can handle as 
you go into a stunt. To gain speed, press the Down arrow as the skateboarder 
heads down the tube and the Up arrow as he goes up. Practice your timing. 


Kick Turn. The simplest turn, it is begun right where the pipe begins to go up. 
Hit the arrow that faces opposite the direction you’re travelling and then 
release the arrow once your player has tuned around. Worth from 100 to 300 
points. 

Hand Plant. Somewhat more difficult, your goal is to go just over the lip of the 
tube and do a handstand, with the skateboard over your head. Press the “A” 
button just before the lip, and then release the button just after the board heads 
back down to the ramp. Worth from 400 to 700 points. 

Aerial Turn.The most daredevil of all the events here, you are doing a Kick 
Turn in the air. Build up enough speed, then wait until you’re over the lip 
and in the air before you turn your player around. Worth from 400 to 999 
points. 


Foot Bag 
Think this is dumb? Yes, itis. It’s also a rather difficult sport; you could think 
of it as juggling with your feet. 


There are some changes to the way you use the Arrow keys for this event. 
Press the left or right arrow to go in those directions; press the up arrow to Jump 
and press the down arrow to Spin. 

To kick, press the “A” button as the bag falls toward the ground and just 
before it comes to your head, knee or foot. 

To doa head butt, press the “A” button just before the bag drops below the 
top of your head. 

To do a stunt, change your position while the bag is in the air. 

Scoring. You have 75 seconds, and you will earn points for as many stunts 
as you can complete in that time. You’ll earn extra points for the greater variety 
of stunts you complete in one time period. Obviously, you will lose points if 
you drop the bag or kick it off the screen. 


146 Ultimate Unauthorized Nintendo Game Strategies 


Surfing 

This is almost as much fun as the real thing, and a lot safer. 

You steer your surfer left and right using the control pad; to make sharper 
turns hold down the “A” button as you turn. The real hot shot will ride up a 
curve and out of the water, to Catch Air. Execute a 180-degree tum in midair 
and ride the surf again. Just like the real thing, you don’t want to ride too close 
to the bottom of the wave or too far inside the curl or you'll wipe out. 

You have 90 seconds, or 4 wipeouts per turn. The computer will award points 
for the length of your ride, the number of turns you make and your speed in the 
turns. There are extra points available for catching air, Riding the Tube (surfing 
under the curve) and riding near the break. 


Rollerskating. 

In New York, they rollerskate on the paved schoolyards; in California, it’s 
the boardwalk. The goal here is to make it from the beginning of the walk to the 
end without crashing—you’ ve got to avoid bouncing beach balls, piles of sand, 
cracks in the road, banana peels and other problems. Speed is less important 
than just getting down the course. 

You skate by pumping the “A” button in rhythm. To Squat down, press the 
“B” button, you’ll Jump when you release the button. 

The control pad issues commands as follows: to Steer Left, push the up 
arrow; to Steer Right, push the down button. To spin, press the left or right 
arrow. 

Scoring. There are points for each obstacle avoided (10-30 points), double 
(20-60 points) for any obstacles jumped over and quadruple (40-120 points) for 
spinning jumps. 


BMX Bike Racing 

We thought this kind of track was just for horses! Bicycle Motocross puts a 
rider out on a track with steep drops, holes, rocks and water hazards. 

The control pad works as follows: Press the up arrow to Steer Left; press the 
down arrow to Steer Down. Press the left arrow to do a Wheelie. 

Use the “A” button to pick up speed; use the “B” button to jump. 

Scoring. You are allowed three “easy” falls or one “serious” fall. You'll earn 
extra points for stopping right on the finishing pad; use the “A” button to stop. 
There is obviously a whole lot more points available for the really rad stunts. 


Flying Disk 

We'd call this a Frisbee Toss, but that’s a brand name, you see. 

This is one of the easier events in the California Games, and also one of the 
most fun. The basic trick is to learn how to time the release of the Frisbee, errr 
. . . flying disk. Look at the Speed Bar at the bottom of the screen; you’ll want 
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Here’s a typical toss: 

You start the event by pressing the “A” button. Press the left arrow to start 
swinging your arm back; when the needle reaches the green section, press the 
right arrow to start your arm swinging forward. When the needle comes back 
to the green section, press the left arrow to release the disk. 

Now you've got to catch the disk. At the top of the screen, you’ll see a display 
that shows a picture of the disk in the air and the position of the catcher. Move 
your catcher left or right toward where you guess your disk will land. You’ve 
got to touch the disk with your catcher’s hand to score points; to make an 
overhead catch, hold the up arrow. To dive after the disk, press the “A” button. 


| ALWAYS WANTED TO KNOW 
What is the “Table Top” move that will earn me 500 to 1,000 points in BMX 
Bike Racing? The Table Top does not involve dinner, but instead is this: It’s a 
move where you kick your bike straight out to one side, parallel to the ground, 
for a few seconds. To do it, press the “B” button to jump, and then press the Up 
arrow on the joystick. 

Okay, then, how do I do a “Squinty O'Toole” in the Foot Bag event? What 
in the world is a Squinty O’Toole? That one’s not in the instruction manual! 
Who told you about that one? 

Well, look, we'll tell you what we know. There is rumored to bea secret move 
in the Foot Bag competition with that name that is worth as much as 7,500 
points. Here’s how you're supposed to be able to do it: Do a left outside kick, 
then aright outside kick, then a jumping head butt, and then two 360s and finally 
Kick or knee the bag in front. After all that, our sources tell us that the reward 
seems somewhat random. 


SUPER SECRET! 

A super source at Milton Bradley tells us that one of the game counselors has 
found a slow, slow way to score as many as 360,000 points in the difficult BMX 
competition. First of all, he uses a hand controller with a turbo-fire option on 
the “B” button. He just barely starts the bike moving with the “A” button and 
then holds the turbo-fire “B” button to make the bike hop around like a butterfly 
with hiccups. It can take half an hour or more to get through the race this way, 
but think of the glory... 


POWER PLAYER HINTS 
In the half-pipe, you can score a whole bunch of points by doing aseries of hand 
plants. Go up the pipe, plant your hands, pull down on the controller to go back 
to the other side and do it again. Experts have scored as many as 25,000 points 
in this way. 
In surfing, you’ll score more points by staying in the tube than you will by 
jumping off and spinning out of the tube. 
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In surfing, you’ll score more points by staying in the tube than you will by 
jumping off and spinning out of the tube. 
In the flying disk event, the most points are to be had by making a diving 


catch toward the thrower. 


Fist of fhe North Star™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


Fighting game fans will get a kick out of this one. 

There is some decent programming inside the chips of this game pak that makes 
for unusually quick response to a control pad or joystick, which is exactly what 
you’d want in a kicking and fighting match like this one. 

The story line, if you must know: Our hero, “Ken,” has to fight through eight 
scenes, using his bare fist, guns, bombs and most of all, the mysterious art of Gento 
Karate to rescue the people of the Central Imperial Capital, held captive by the evil 
Emperor Heaven. 

There are eight bad guys, who will try hand-to-hand combat at first, but then 
graduate to your basic Fireballs, White Light Bombs, Deadly Sliding Kicks, 
Clenching Claws and Smokeballs. 

Gento Karate is a special discipline that makes you transparent so that enemies 
and objects pass right through you without hurting you. 


MANUFACTURER:  Taxan/(408) 946-9500 
NUMBER OF PLAYERS: 1 


CONTROL PAD 

Arrows. Left and Right arrows move the player in those directions. The Up 
arrow makes the player jump up in the air; he’ll be able to float for a short 
distance before coming back to earth. The Down arrow puts the player into 
a crouch. 

“A” BUTTON. Punches in the direction Ken is facing. 

“B” BUTTON. Kicks in the direction Ken is facing. 

“A” and “B” BUTTONS. Shoots in the direction Ken is facing when both are 
pushed at the same time. 


NUMBER OF WORLDS: 8 
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NUMBER OF LIVES 
3 to start. You lose lives when you are fatally injured in a fight, or when the 
time meter reaches 0. You'll earn another Ken with every 100,000 points you 
score. 


TIMING 
The time meter starts at 100 and progresses down to 0; you can reset the clock 
or gain back a few seconds here and there by defeating certain enemies. 


SECRET WEAPONS 

Power-ups. 

Flag of Hokuto. Restores Ken’s lost energy. 

Stars. When you knock out some of the enemies in the game, you'll see a star 
on the screen. An open star will increase Ken’s strength from one to four 
times; a solid black star will increase strength from five to seven times. 

Yulia’s Necklace. The Silver one restores shooting power. The Gold one brings 
the power to use Gento Karate. 

Shooting Power. You'll get a gun license after you’ve knocked down 20 
enemies. 


SCREEN DISPLAY 
At the top of the screen, you’ll see a display that includes information about 
Ken’s status. 
On the left side, from the top down, you'll see: 


Power Meter. A full load would be seven stars here. 

Bomb Meter. Shows how many bombs remain for Ken to use. 

Ken’s Energy. Ken starts each round with a full charge, but will lose energy 
as he is hit. The power can be restored with various Power-Ups. 


In the center of the screen display, you'll see a timer. This will start at 100 
(actually, 99 will be the first number you’ ll see) and descend to 0. 
On the right side, from the top down, you’ll see the following: 


Score. 

Hits. Indicates the number of enemy dead. Next to the Hit Indicator, you'll see 
a number that is indicated as “P=”. This is the number of Ken’s remaining 
Lives. 

Enemy. This is an indicator of the enemy’s remaining energy; it’s a good way 
to see if the attack you’re trying on one of the particularly tough guys is 
having any effect. 
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ENEMIES 
You’ ll meet a whole troop of enemies in each level, of varying threats. Here are 
the principal bad guys; against each, you can get 10,000 points by knocking him 
down, and 50,000 points if you can get to his weak point. 


Bask. He thinks he can knock you off using Kazan Prison Clenching Claws 
in Stage 1, but he’s too slow. 

Gayler. He’s fat and ugly but he can throw Smokeballs and Fireballs, and he 
can also execute the Illusion Spinning attack in Stage 2. 

Tiger. The Green Light General of Stage 3 uses White Light Bombs and a 
deadly kick. 

Solia. Purple Light Solia is dressed in special armor in Stage 4. 

Blue Light Bolts. He uses White Light Bombs, just like Tiger, but he can 
throw three bombs at one time in Stage 5. 

Red Light Bronza. The problem with this guy is that he can also use Ken’s 
secret weapon, Gento Karate. In fact, he can use Gento and White Light 
Bombs at the same time in Stage 6. 

Gold Falco. Okay, you take the powers of Red Light Bronza and add to them 
a deadly Sliding Kick. Ouch! He’s in Stage 7. 

Shula. The master of the Sliding Kick, he rules Stage 8. 


| ALWAYS WANTED TO KNOW 

It says in the manual—and as a matter of fact, it says right here in this book—that 
there are 8 levels to this game. But when I get to the end of level 7, it says “Game 
Over.” What gives? What gives is that you have gotten to the end of level 7 by 
using the Continue mode, which is okay for practicing but doesn’t count for 
the real thing. In order to get to the 8th and really final level, you have to make 
it there without continuing a game. Once you’re into Level 8, though, you can 
continue from that point on to the real end of the game. 


POWER PLAYER HINTS 
Against most adversaries, and especially the early ones, the kick is probably the 
most effective weapon you have. 
To move from one room to another, you’ll sometimes have to work your way 
behind some of the portals and obstacles on the screen. 
When you have collected all of the stars allowed, you will be surrounded by 
stars and nearly unbeatable. 


POWER ZOOMING 
There is a special Continuation Mode in effect from Stage 1 to Stage 4 only. 
Press the “A” button and the Start button at the same time, when the “Time 
Over” message appears on the screen. 
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Friday the 13th™ 


Age: 5 to Adult PG 
Difficulty: Hot Dog 


We’re going to try to be objective here. The “Friday the 13th” movie series, and 
the “Nightmare on Elm Street” saga and the various “Halloween” films were 
gruesome, pointless examples of what the critics have called “Dead Teenager 
Movies.” 

If those are the sort of stories you like, you may also like “Friday the 13th” as 
a Nintendo game. 

The story line is this: You are one of the counselors at beautiful Crystal Lake. 
Allis well, until Friday the 13th, when Jason returns. Jason is your basic mindless 
axe murderer, hidden in a hockey mask. Your goal is simple: stay alive. It’s not 
easy, and it won’t be pretty. 

We are going to award this game a Parental Guidance warning. 

The game play itself might be described as “Wizards and Warriors Go to Camp.” 
You’ve got your almost-unkillable monster (Jason). You’ve got innocent victims 
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(the counselors and the poor children, whimpering in their lakeside cabin hide- 
away). And you've got nasty creatures of the forest that can cause you harm: bats, 
wolves and swooping crows. And just for good measure, there are the undead: 
zombies and Jason’s mommy’s head. 

You travel through the campground in search of tools and weapons with which 
to defend yourself and eventually kill off Jason. He, on the other hand, stalks the 
cabins, forests and lakeshore in search of people to kill. Like an adventure game, 
you can call up a Select screen to choose appropriate weapons for your battle. 

There are some interesting 3D effects in the scenery, with foreground and 
background on different planes. It is also one of the few programs we’ve seen with 
a black and several female would-be heros. 

Unfortunately, most games will come to this conclusion: “You and your friends 
are dead. Press Start to play again.” 


MANUFACTURER: LJN Toys/(800) 628-3579 
NUMBER OF PLAYERS: 1 


-CONTROL PAD: 
The uses of the control pad differ slightly in the three modes of this game. 


SIDE VIEW SCREEN 
Arrows. Go left or right using the Left or Right arrows. Enter buildings or 
paths with the Up arrow. Crouch with the down arrow. 
“A” BUTTON. Jumps. 
“B” BUTTON. Use weapons. 
Start. View map. 


INTERIOR SCREEN: EXPLORING 
Arrows. Move forward with the Up arrow. Look left, right or behind you with 
the other arrows. 
“A” BUTTON. Activate an option, or scroll a message. 
“B” BUTTON. Drop a message. 
Start. View map. 
Select. Select option. 


INTERIOR SCREEN: BATTLING CREATURES 
Arrows. Left and Right arrows move you left or right. Up and Down arrows 
have no function here. 
“A” BUTTON. Not used. 
“B” BUTTON. Use weapons, or drop messages. 
Start. Not used here. 
Select. Not used here. 
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NUMBER OF AREAS 
There are three basic areas to the game, with numerous cabins, hidden rooms 
and caves in each. The areas are 


The Woods. Off Crystal Lake are two wooded areas where you can go exploring 
for useful items. Watch out for zombies and wolves, of course, and try to 
keep track of where you are or you’ ll be lost in the wooded maze. 

The Cave. Mommy’s in here somewhere, or at least part of her is, along with 
Jason’s supply of weapons and a bunch of bats. 

Crystal Lake. Find a rowboat and go out to three isolated cabins. Here is where 
the younger children have been hidden. If hockey-face gets to them, you’re 
going to have to try to get there in time. 


There are different types of challenges facing you in the interior scenes: 


Small Cabins. Here you'll find some of the other (living) camp counselors. 
They’ll move from small cabin to cabin by themselves during the game. You 
can switch your character to one of the other counselors by pressing Start to 
display the map, and then use the arrow keys to choose a different counselor. 

You can also enter a small cabin with a counselor present and issue the 
following commands by pressing the Select button and then using the arrow 
keys to choose an option from the following list: 

Change. Pick a different doomed counselor to control. 

Cure. Restores the energy level of the other counselor. You can issue this 
command if you have picked up Vitamins earlier. 

Pass. Give your weapon to the other counselor. 

Take. Grab objects or clues. This option is available only in the Large 
Cabins. 

Large Cabins. Hidden here are clues and weapons. You'll also find fireplaces 
(start a blaze with the lighter you find); remember that the only thing Jason 
is really scared of is the flame of the torch. 

Press the Select button to use the Take option to grab an object or clue. 
(The other options displayed are not available to you in the Large Cabin.) 


NUMBER OF LIVES 
There are six counselors and 15 children to protect. The game can end at almost 
any time if Jason gets to the children. Otherwise, you can progress through the 
game for as long as you can keep at least one counselor alive. Beware, though, 
Jason can ambush one of the other counselors while you are far away fighting 
bats or zombies. 
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SECRET WEAPONS 
You'll find your basic camping tools scattered about. The counselors start the 
game “armed” only with the Stones they find along the lakeside; would you 
like to face Jason with just a rock? Here are the weapons to be picked up: 


Knife. 

Machete. Cuts a wider swath than the knife. 

Axe. When Jason is not using one, give it a try. 

Torch. Pretty good at keeping Jason at bay. Keep the fireplaces lit as a source 
of fire. 

Pitchfork. The Jason-killer. 


Here are some of the special Power Items you'll find: 


Flashlight. Helps in the cave; in fact, you’re not much use in the caves without 
it. 

Key. And what do we do with keys, campers? 

Lighter. You’ll need it to start the fireplaces going. 

Messages. Clues to the location of items and strategies. 

Sweater. Mommy’s favorite. Wear it and Jason won’t harm you. 

Vitamins. Helps heal injured counselors. 


ENEMIES 
Well, there’s Jason, of course, and he is about as mean as they come. He 
somehow manages to appear out of nowhere, and return there almost as quickly. 
A few of the other baddies are: 


Bats. Watch out in the caves for these bloodsuckers. They’re a good reason to 
carry a flashlight. 

Crows. They seem more like vultures to us. 

Jason’s Mother. Old mom’s dead, but that doesn’t seem to bother sonny boy. 
He keeps her head in the room where he stores his weapons. We’re not sure 
she knows she’s dead, either. (You'll find that room in a secret chamber in 
the cave—jump around to find it, and keep a key handy.) 

Wolves. Just when you thought it was safe to come out of the water, the wolves 
appear in the woods. There are also ghostly wolves in the caves. 

Zombies. More undead than alive. Touch them and they’Il sap your energy. 


| ALWAYS WANTED TO KNOW 
There's this guy with a hockey mask and a knife who keeps trying to murder me. 
What should I do? Hey, no problem. Get close to him and kill him. 
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Okay wise guys. Now give me a hint. Sure. Make him think you’re his mother. 
All you’ve got to do is find mom’s sweater, which is hidden deep in the woods. 
Put it on, and it’s like a shield. 


POWER PLAYER HINTS 
Why bother stopping to fight all of the zombies when you can jump over them 
in most instances? The same goes for the wolves. 

Turbo! A rapid-fire joystick helps a lot in the clinches. 

Look carefully for the hidden rooms and explore them carefully. 

Different counselors are quicker or stronger than the others; you may want 
to explore with them and stash the slower ones in cabins near the lake to try to 
protect the children. When you collect weapons, use the Pass command to 
spread them around. 

Remember what your mommy said (probably Jason’s too): Take your vita- 
mins. Grab as many as you can. 


The Guardian Legend™ 


Age: 5 to Adult 
Difficulty: Hot Dog-Inhuman 


This game comes in twos: there are two worlds to conquer, with an “Aerobot 
Transformer” that can take two different shapes. 

The story line is this: long, long ago, an alien race created a strange artificial 
world called Naju. They stocked it with strange life forms and sent it hurtling 
toward Earth. Over the eons, the creatures have multiplied and turned nasty. 

It is the assignment of The Guardian to make its way to Naju, break through the 
Labyrinths and then descend into the Dungeons to set off the self-destruct mech- 
anisms that will blow the planet apart before it reaches Earth. 

On the surface of Naju is a vast labyrinth made up or rooms and passages. The 
Guardian assumes a human shape when it is at work here. You’ll find items of 
interest, weapons and information as you travel, as well as keys you will need to 
get into other sections of the labyrinth. 

Down under Naju are the corridors to the dungeons, The Guardian becomes a 
fighter aircraft here. Your task here is to kill the Master Monsters at the end of each 
hallway. When they are all gone, the self-destruct mechanism will be activated. 


MANUFACTURER: _ Broderbund/(415) 492-3500 
NUMBER OF PLAYERS: 1 
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CONTROL PAD 

Arrows. Moves the Guardian—and his bullets—up, down, left and right on the 
screen. 

“A” BUTTON. Fires the optional weapon. 

“B” BUTTON. Fires the main weapon. (The button can be held down for 
continuous fire.) Also lets you read through the messages received in the 
game. 

Select. Calls up the Sub-screen during the game. 


NUMBER OF WORLDS: 10 worlds 
NUMBER OF LEVELS: 21 Corridors within the worlds. 
NUMBER OF LIVES: 1. You play until your Life Force meter reaches zero. 


SECRET WEAPONS 
The main weapon has an unlimited supply of projectiles. (This game benefits 
from hardware controllers that include “turbo fire” features.) 

The secondary weapons you may acquire on your journey require Power 
Chips to operate, and some consume more chips than others. Some of the aliens 
will drop chips and other items when you hit them. You can pick up the chips 
by walking on or flying over them as you find them. Sometimes you’ ll have to 
blast open whatever the aliens have dropped. 

The optional weapons include 


Area Blaster. Fires forward. Symbol looks like a Z. 

Back Fire. Fires over the shoulder to the left and right. Symbol looks like an 
upside down Y. 

Bullet Shield. A moving shield of bullets that will surround the Guardian. 
Symbol looks like a clump of bubbles. 

Cutter Laser. Matched laser beams for each side of the Guardian. Symbol looks 
like a V. 

Enemy Eraser. Clears all of the enemies from the screen. Symbol looks like a 
circle surrounded by bubbles. 

Fireball. Burns its way through most enemies. Symbol looks like a meteor. 

Grenade. Can be thrown in many directions. Symbol isa crosshatched grenade. 

Hyper Laser. Too strong to use in the labyrinth. Symbol looks like a large 
surfboard. 

MultiBullets. Fires in the direction you’re facing. Symbol looks like an atomic 
star. 

Repeller. Fires spinning bullets in the direction you’re facing. Symbol looks 
like an open circle. 

Saber Laser. A shaped laser. Symbol looks like a sword. 
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Wave Attack. Releases an energy wave in front of the Guardian. Symbol looks 
like stacked surfboards. 


POWER ITEMS 
As you cruise through the worlds of Naju, you'll come across a number of 


special items that will help you in your quest. They include: 


Blue Lander. Raises your permissible maximum energy and restores some of 
the energy level. 

Chips: 
Blue Chip. Gives 20 Power Chips. 
Red Chip. Worth 50 Power Chips. 

Consecutive Firing. Adds power to your normal weapon. Looks like a Chevron 
(a stack of upside down Vs). 

Energy Tank. Refills your energy to its maximum level. 

Gun. Boosts your attack power. 

Power Heart. Gives you a partial energy fillup. 

Pyramids: 
Blue Pyramid. Shows you the entrance to other passages and rooms; you'll 

need to blast your way in with one of your weapons. 

Green Pyramid. Do the right thing, and it will turn into a Blue Pyramid. 
Red Pyramid. Stay away! 
Yellow Pyramid. Knock them out for bonus points. 

Red Lander. Raises you maximum number of Power Chips. 

Shield. Increases available defensive power. 


MAIN SCREEN 
The Main Screen displays a great deal of information about your status. 
At the bottom left side of the screen you'll see your score. Just below that 
you’ll find your present position, expressed in X/Y coordinates (see below). 
At the bottom center you'll see a reading on the number of available Power 
Chips. 
Atthe bottom right, you'll see an indication of the selected secondary weapon 
and a reading of the number of remaining shots. 


X/Y COORDINATES 
X/Y Coordinates are a way of expressing position on a map by dividing an area 
into cells made up of crossing lines. Here is an example: 


x10 x20 x30 x40 x50 
Y5 

Y10 

Y15 k*k 

Y20 


158 Ultimate Unauthorized Nintendo Game Strategies 


The spaceship above is located in X30/Y 15. To locate it, you would run your 
finger across the X numbers to find X30, and then down that column until it 
was in line with the Y number Y15. 


SUB-SCREEN 

By pressing the Select button, you’II call up the Sub-Screen, with full informa- 
tion about your game. 

At the top of the Sub-Screen is a repeat of the same display you see at the 
bottom of your Main Screen. 

In the center, you’ Il find a Map of the Labyrinth with your position marked. 
To the right of that display, you’ll see a display about any keys you may have 
picked up. Just below that is a listing of available shields and attack power and 
a display of the power of the currently chosen optional weapon. 

Finally, you’ll see a display of all of the available optional weapons. 


| ALWAYS WANTED TO KNOW 

How in the world do I open the seal in each corridor? Here are 10, err, 11 easy 
steps: Shoot the door; Touch the block walls around it; Wait 30 seconds; Enter 
the room of the “Lanter” (the little guy with the blue face) five times; Shoot the 
word “Corridor”; Use your chips here and consumer your weapons; Go in and 
out five times; Select “No Use” of weapons and press the “A” button; Step on 
the door; Press the “B” button for 10 seconds, and then pass through the corridor. 
Simple. 


SUPER SECRET! 

Want to take a stroll through Guardian Legend’s audio memory banks? We 
found that if you hold down the “A” and “B” buttons and then press Start at 
the end of a game, you can enter into the programmer’s Sound Test. You'll see 
a number at the top center of the screen. Use the Left or Right arrow keys to 
change the number. Use the Down arrow to play the musical selection or sound 
effect. Use the Up arrow to cancel. There are 71 or so different noises to be 
heard. You'll have to press the Reset button on the control deck to get out of 
the sound test. 

Here’s a super secret that will alter the nature of the game. Enter as your 
password: 


TGL 
as in, The Guardian Legend. You will be rewarded with a version of the game 


that uses just the flying sequences, It’s a brutal, unrelenting game, but hey, who 
ever said it would be easy to be an interstellar superstar? 
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POWER PLAYER HINTS 
This game is a bear, right from the start. Your first challenge outside of the 
planet Naju is more than most new players can handle. There are five hints here: 
1) Look for the red pyramids for additional power. Shoot them and fly over 
them for a needed boost; 2) The right side of the channel to Naju is just a little 
bit easier to navigate; 3) Don’t stop shooting near the end when things seem to 
calm down—all heck is about to break loose; 4) Practice a whole bunch, and 5) 
Keep practicing. 
Shoot the eggs you find in upper reaches as soon as you can. Eggs have a 
funny habit of hatching. 


USING PASSWORDS 

They’re in there somewhere. You’ve got to search through the labyrinth until 
you find a friendly blue creature among all the other nasties. When you enter 
his room, he’ll send you a message asking you to disable your secondary 
weapons to get a password. Trust him. 

Press Select to go to Sub-screen, use the arrow keys to move the indicator to 
“None.” Press Select again and then press the “A” button for your password. 

The passwords can be as long as 32 characters, and includes some strange 
letters with dots over them! (Ignore the dots and just treat them as lower case 
letters.) Why do they do these things to us? 

But here’s one worth trying: it’s the password to 100 chips and 2 weapons, 
deep into the game. It’ll give you an idea of whatis beyond. Take care in entering 
the password: 


VQuM uMDM  PkSJ oouK 
4cuK iUS3 D5gI 4yFG 


From that stage, you’ll be given this password, too: 


dD9r "Lr 161o 4a7p 
gS7o uG14 PLon wUGI 


Before you get into the game you will find yourself in a dialogue with a 
friendly chap. Go up to the top of the screen and shoot the little box a few times 
to open the door and proceed. 
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Guerrilla War™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


ee 
/ ERI 


R 


A little bit from here, a little bit from there and a whole bunch of shooting. That’s 
Guerrilla War. 

You are the nameless hero, with an anonymous comrade, sent by your unnamed 
small island country, to attemptto overthrow an evil dictator. You’ve got guns and 
grenades and an occasional tank; they’ve got hundreds of men, boats, helicopters 
and missile launchers. 

The object of the game is to destroy the enemy’s palace after you have saved 
the prisoners and killed off attackers. You must eliminate the enemy boss at each 
level before you proceed to the next. 

There are touches of Rambo in the jungle, Indiana Jones in the coal car and 
Blade Runner in the city scenes in this game. It is also clearly related to the other 
SNK war games, including Ikari Warriors, Ikari Warriors II and Prisoner of War. 
You'll use many of the same skills in each of them. 
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The variety of scenes and the quality of graphics makes this a better-than-aver- 
age war game. 


MANUFACTURER: SNK/(800) PLAY-SNK 


NUMBER OF PLAYERS 
1 or 2. In the 2-player version, both players can cooperate in the same quest, 
with both controllers active at the same time. 


CONTROL PAD 
Arrows. Moves players up, down, left, right or on the diagonal. 
“A” BUTTON. Throws grenades. Also used to enter and exit tanks. 
“B” BUTTON. Fires machine gun and other special weapons such as launcher 
and explosives. 


NUMBER OF AREAS 
10. You can begin play at any one of them except for the final one. The levels 
are 


Stage I: Jungle 

Stage II: Small Farm 

Stage II: River 

Stage IV: Coal Mine 

Stage V: Inside the Coal Mine 
Stage VI: City 

Stage VII: Sewer 

Stage VIII: City 

Stage IX: Base 

Stage X: Palace 


SELECTING A LEVEL 

If you merely press the Start button to begin the game, you will be taken into 
Stage I and begin your battle in the jungle. You can, however, start your quest 
at any level, by doing the following: 
Select the 1- or 2-player game; 
Hold down the A or B button while pressing the Start button. 

You will be offered a choice of starting area; select among them by pressing 
the A or B button. 


SELECTING A DIFFICULTY LEVEL 
When you choose you level using the method outlined above, you can also select 
Easy, Normal or Hard game play. Choose among the difficulty rankings by 
pressing the arrow keys. 
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NUMBER OF LIVES: 5 to start 
SCORING POINTS 


There are nine available Power-Up items to be found in the course of the game, 
most of them carried by Yellow or Red Soldiers. Kill the soldier and go collect 


the booty: 


B. Big blast grenade power; stays with you once you collect it. 

C. Clearing Bomb. After you pick this item up, press the “A” button to wipe 
out all of the enemies on the screen. 

F. Flame-thrower. Has a greater range than a machine gun or a launcher; stays 
with you. 

K. Kills all enemies on the screen immediately. 

L. Launches bullets. Has greater range than machine gun; stays with you. 

N. Bonus points. 

S. Sprays three-way bullets; stays with you. 

T. TNT explosive. 


Points are awarded for many actions; you’ll see the scores noted on the screen. 
Note that you will pick up 1,000 points for rescuing a prisoner, and lose 500 
points if you accidentally wipe one out. 


SECRET WEAPONS 

You'll come across tanks from time to time; get into one by placing your player 
on top of one and pressing the “A” button. You may not be able to fire all of 
your weapons from within the tank; use it to get where you want to go, leave 
the tank and shoot, and then return if you want to. When the tank is out of gas, 
it will begin to flash from green to red. Press the “A” button to get out of there 
in a hurry before it explodes. 

Don’t overlook the combination power of your machine guns and grenades, 
both launched against the same enemy at the same time. 


| ALWAYS WANTED TO KNOW 

There has to be some secret way to select a stage in this game. I mean there has 
to be, right? Okay, okay, if you insist. You won’t find it in the instruction 
manual, but try this: As soon as you turn on the power, hold down the “A” and 
“B” buttons and keep them down while you press the Start button twice. You’ ll 
now see a display of starting stages. Choose the one you want by pressing the 
“A” button. You’ll be able to choose any stage from 1 through 9; you're on your 
own to get into stage 10. 
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SUPER SECRET! 

There are no less than two ways to Continue your game from the point where 
you have lost all of your soldiers, but neither of them are listed in the manual. 
First, there is the standard way to continue, which is to wait until a Con- 
tinue/Start choice is offered after the game is over. The second ways is to hold 
down the “A” and “B” buttons as soon as you get the Game Over message. We 
haven’t been able to find any difference between the two, although we wouldn’t 
be surprised to find some, somewhere. 


POWER PLAYER HINTS 
This is a pattern game; most of the enemies will follow the same pattern again 
and again. Study the way they move and where they come from in order to come 
up with your battle plan. 

In order to get out of the jungle and onto the farm, you have to destroy an 
armored personnel carrier that goes back and forth on a road. Stay just out of 
its range and toss a few grenades at it; it may take several attempts. 

In Stage V: Inside the Coal Mine, your controller will act differently 
because you are travelling in a mine car on railroad tracks. Use the up or down 
arrow keys to speed up or slow down the car. Use the “A” or “B” button to save 
prisoners with the rope you'll find. 

Blow up the walls on the battlefield to reveal hidden Power-ups. 


Hudson’s Adventure Island™ 


Age: 3to7 
Difficulty: Hot Dog 


We don’t care what this game is called in the stores! Whatitreally should be known 
as is: “Mario Goes on Vacation.” 

If you're like many Mario and Luigi fans who were a bit disappointed that 
“Super Mario Bros. 2” was not really an extension of the original game, you should 
make sure to try out this game: “Hudson’s Adventure Island.” 

This is a charming, fun and attractive arcade game that employs many of the 
same actions and gags as Mario Bros. brought to the screen, It has an infectious 
island musical beat (a bit of Caribbean, a bit of Cha-cha) and some neat sound 
effects. 

And like Mario, it has hidden warp zones and secrets, strange and threatening 
creatures, walk-upon clouds and treacherous waves. 
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Butenough about those other guys, let’s talk about the hero of Adventure Island: 
his name is Master Higgins. He’s been quite a hit in his original Japanese version, 
with more than one million copies of the game sold! 

The story line is this: an Evil Witch Doctor has kidnapped Princess Leilani and 
taken her to Adventure Island in the South Pacific. Master Higgins comes to the 
rescue. He’s got to find tools (an all-purpose Axe he can throw, a wicked skateboard 
he can ride and food hanging from the trees). He’s got to fight off the witch doctor’s 
spiders, snakes, bats, trained birds, rolling balls and demons. He scores points—and 
keeps up his energy—by snatching pineapples, bananas and assorted other goodies 
from the trees. 

Adventure Island is not nearly as rich in detail as either of the Mario games, of 
course. And the manual is much too skimpy. But this is a worthy candidate for 
enshrinement in the Silly But Fun Arcade Game Hall of Fame, alongside Mario, 
Luigi and the Koopa Troopas. 

By the way, the Sega Master System game called Wonder Boy isall but identical 
to Adventure Island. 


MANUFACTURER: Hudson Soft/(415) 495-4468 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
Arrows. Move Higgins left and right. 
“A” BUTTON. Makes Higgins jump. (Push at the same time as one of the 
arrows to jump higher, and in a particular direction.) 
“B” BUTTON. Shoots weapons. Also, makes Higgins run faster when arrow 
key is also held down. 


NUMBER OF WORLDS: 8 


NUMBER OF LEVELS 
There are four rounds in each world, with four sections to each round. There are 
also a number of bonus levels in each world. 


NUMBER OF LIVES 
3 to start. Lives are lost when energy level drops to zero, or Higgins falls off a 
cliff, into the water or some other such fatal encounter. 


TIMING 
You have a reasonable amount of time to finish each level; judge how much is 
left by looking at the Energy Level reading at the top center of the screen. We 
can’t give you an exact amount of time, since the energy level will be depleted 
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by some of the things Higgins does as he scoots along. Some accidents will cost 
him energy points; others will kill off a life. 

You can restore energy by grabbing pieces of Fruit you’II find on the ground 
or hanging from the trees. Or, look for a Bottle of Milk for a complete 
pick-me-up. 


HOW TO GET RID OF THE BEASTIES 
There are lots of ways to dispatch Higgins’ tormentors. They include 


Throwing an axe. That'll take care of many of them. You have to be just the 
right distance from an enemy, though: too close you’ll overthrow; too far 
away and you’ ll fall short. 

Landing on them. That'll work for many of the creatures, too. You don’t want 
to land on a cobra, an octopus, a Cavas bird or a few other nasties, though. 
Atleast not directly: if your skateboard conks them on the head, it might help. 


SCORING POINTS 

Almost everything you do will earn you points, and the faster you do them, the 
more you'll score. A special bonus award is made at the end of each round, 
depending on how fast you got through it. 

You should also look for secret warp zones that will take you to Bonus 
Rounds. One such zone can be found early in the game just after you pass by 
a series of totem poles. You’ll come to a fireball-spitting cobra. Kill off the 
cobra without getting too close, and then move back to the left between the last 
two poles. You'll be transported up into a special round for extra points. 


SECRET WEAPONS 
Look for Eggs wherever you go. When Higgins cracks them (by throwing an 
axe or landing on them) they’ll open up and turn into special items, including: 


Flower. You’ll eam double points for fruit you pick. 

Honeygirl. This flying miss will make Higgins invincible for as long as she 
stays by his side. While she’s there, just zoom on through any creature or 
item in your way—except for cliffs and water hazards. 

Milk. It does a Higgins good, filling his energy tank. 

Skateboard. A quick way to go, but tough to stop. You don’t always want to 
hitch a ride. 

Stone Axe. An all-purpose weapon for dispatching all sorts of enemies as well 
as cracking eggs. 


ENEMIES 
Not quite an enemy, but watch out when you crack an egg for: 
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Eggplants. It seems that Master Higgins does not like this particular fruit. (We 
know your mother calls it a vegetable; break it to her gently, okay?) If you 
grab one of them by accident, Higgins will lose a lot of his energy. 


Here are the names of the creatures you'll face on your quest, and the credits 
you'll earn for getting rid of them: 


Basser. He’ll drive you batty. 50 points. 

Cavas Bird. An annoying guy, he’ll swoop and hop into your way, and he’s 
very hard to get rid of. We usually jump over him. 100 points. 

Cobra. Don’t get too close! 100 points. 

Coyote. 500 points. 

Fire. Jump! You can’t beat it. 

Ice. What's fire without it? 20 points. 

Kello. Looks like a frog to us. They come in Green and Brown. The brown 
ones may jump at you. 200 points. 

King Quiller. You’ll know him when you see him. This is the big guy: 5,000 
points. 

Oct. Oh, puss. They come in Red Oct (100 points) and Blue Oct (200 points) 
versions. 

Pooter. Oink, oink. 100 points. 

Skeleton. Just 10 points for this guy? 

Sneil. We'd spell it snail, ourselves. 10 points. 

Waler. Fishy. 100 points. 

Zigmo. A creepy spider, worth 50 points. 


| ALWAYS WANTED TO KNOW 
How in the world do I get past the spiders in level 7? The one I always fail at 
is too high to jump over and too low to scoot under. The trick here is to back up 
as far as you can before you go into a power run to jump over the spider. Don’t 
worry about backing into the spiders you have passed; they only threaten you 
as you come to them. 
What is the purpose of the key? The key is what you’ll need to get into the 
secret bonus stages in upper levels. 


SUPER SECRET! 

Want to continue your game from where it ended? The manual includes a hint 
suggesting you look for and crack a hidden egg somewhere in Level 1-1; we 
spent a few hours searching for it to help solve the mystery for you. If you don’t 
want to know, don't read the rest of this section. 

Don’t say we didn’t warn you: Here’s the secret. The programmers of 
Hudson's Adventure Island built in a “continue mode” to the game that works 
differently from most other games. You don’t choose “Continue” from the 
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opening screen (there is no such choice) or enter a secret password (it won’t 
work), Instead, you have to grab a secret key as you play. 

Practice, practice and practice until you can get as far as the end of level 1-1. 
Just before the end goal line, above the shore of the island, is a hidden egg that 
you’ ve got to crack. Jump up and throw your hatchet to break open the egg. 

Inside the egg is a “Hudson Bee.” Grab it and finish round 1. From now 
on—until you shut off the game—you can resume your adventure from the point 
where it ended by holding down the Right Arrow key and then pushing Start 
on the title screen. 


ANOTHER SUPER SECRET! 
Here’s a secret that’s just for fun: it’ll give you a peek at the identity of the next 
big enemy you'll have to fight in the game. 

When you get to the end of a level in Adventure Island, you'll have to fight 
the Big Boss Enemy. These guys are all enclosed in armor, with only their heads 
exposed; you defeat them by aiming at their heads. 

When you defeat the bad guy, his head will start to disappear. At that exact 
moment, press the Start button to pause the game. If your timing is just right, 
the head will disappear and be replaced by the head of the next monster you’ ll 
have to fight. 


POWER PLAYER HINTS 
Until you’re a super adventurer, we have to recommend that your first priority 
in this game be to get to the end of Level 1, Round 1 and get that Hudson Bee 
so that you will be able to continue the game at will. 

The skateboard is a great way to go, although you have to be careful not to 
ride it into areas where you can’t control it—like cliffs and water. 

Don’t go too far into a screen with an egg if you plan to crack it and take its 
contents. Eggs at the left side of the screen sometimes send their contents to the 
left and out of your reach. 

Grab the flower in 2-1 to double your energy points. 


Ikari Warriors™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


Here is the entire story line: “Paul and Vince are warriors with secret orders to 
invade an enemy nation. Working together as a team, they must fight for survival 
against a relentless onslaught of enemies!” 
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The manual is about as short. We’ll give you some additional background here. 
This game is a relatively simple arcade shoot-em-up. The one difference here is 
the ability of two players to work as a team, with both controllers active at the same 
time. 

The game starts with the crash landing of an air transport in a jungle setting. 
Paul, or Paul and Vince scurry from the plane and immediately are set upon by 
attackers. A little bit into the first scene, you’ll come across a few tanks which will 
give you some shelter for a short period of time. Later on, there’s a helicopter. 


MANUFACTURER: SNK/(800) PLAY-SNK 


NUMBER OF PLAYERS 
1 or 2. In the two-player mode, both players can cooperate in the same quest. 


CONTROL PAD 
Arrows. Moves Paul and/or Vince up, down, left or right on the screen. 
“A” BUTTON. Throws grenades. Also used to enter and exit a tank. 
“B” BUTTON. Fires machine guns and tank guns. 


NUMBER OF LIVES 
3 to start. In the two-player game, both players will stay alive as long as one 
player has one more life available. 
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HOW TO CONTROL TANKS 

Jump in a Tank when you get the chance; they offer some degree of protection 
from hand weapons. Tanks are vulnerable to grenades, missiles, bazookas, land 
mines and bombs. 

When you see a flashing tank, bring your warrior onto it, and press the “A” 
button to enter; to exit, press “A” and then “B”. 

To Blow up a Tank when you do not want to leave it for the enemy, press 
the “B” button and then the “A” button. 

To fire the machine gun in the tank, press the “B” button. 

You’ ll need to Refuel the tank from time to time; look for gas tanks. If you 
don’t feed the tank and its energy reaches zero, it will explode. 


SCORING POINTS 
The status of your bullet and grenade supplies is shown on the upper portion of 
the screen. 
As you travel about, look for the following bonus items: 


B. Power upgrade for grenades. 

F. Power upgrade for bullets. 

H. Hi-power fuel. 

K. Kills all enemies on the screen. 
L. Longer firing range. 

S. Speeds up your rate of fire. 

SS. Super-speed walking. 


Bullet supply. Look for the pistol. 
Energy supply. For tanks, bullets and grenades. Look for the gas can. 
Grenade supply. Look for the grenade symbol. 


Here is part of the point scoring table for Ikari Warriors: 


Enemy Soldiers. 100 to 200 points 
Fortress. 600 points 
Helicopter. 600 points 
Enemy Tank. 800 points 
Gate. 1,000 points 
Big Tank. 1,000 points 


You'll also pick up points for picking up weapons, shooting down walls, 
structures and vehicles. Look for other items, including Watches and Radios 
for more points, and go for the Gold and Silver when you find them for a 


jackpot. 
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SECRET WEAPONS 
The warriors start out the game with a machine gun with 100 bullets, plus a 
supply of 50 hand grenades (must get a bit heavy out there in the jungle). 
Other weapons you can pick up along the way include supercharged bullets 
and grenades as well as knives and other close-in fighting tools. 


1 ALWAYS WANTED TO KNOW 
I demand a way to continue this game! Hey—take it easy. What do you think 
you are, a guerrilla warrior? You can continue your adventure after you lose all 
of your lives—but without all of your supplies—by pressing the following 
sequence of buttons before the “Game Over” message appears on the screen: 


ABBA 
This will work only in the first three levels of the game. 


SUPER SECRET! 
Here’s a way to take advantage of a quirk in the programming to become 
invisible for a short while. Grab the SS power-up, start running and Vince (with 
the blue headband) fall behind Paul (redband.) Paul will disappear. 

That one is easy to do. We almost hesitate to even offer this next Super Secret 
because it is almost impossible to accomplish, but for the record, there isa way 
to select the starting stage in Ikari Warriors, if you are very quick. From the 
opening title screen, enter the following combination of keys as quickly as you 
can (you’ve got no more than 15 seconds to do it): 

Up, Down, A, A, B, Left, Right, A, B, Up, A, Down, Right, Right, Left, B, Up, 
Left, A, Right, B, Left, Right, A, Left, Up, A, Down, A, Right, Left, A, Start. 

Phew. Do it within 15 seconds and then select among the available stages 
with the A Button. Our insider at SNK says he is able to do it sometimes; he 
writes all of the instructions down on a piece of paper and then punches them 
into the control deck without looking at the television screen. 


POWER PLAYER HINTS 
In the two-player game, here’s a way to pick up a Second Tank. When you 
come to a flashing tank, put both of the boys into the same tank, and then press 
the “A” buttons on both controllers at the same time. Presto! Two tanks. 

Teamwork is the key to this game; the two-player version is more fun and 
may be the only way to get past the hordes of enemies you will face. 

Here’s a hint for the two-player game that’ ll give you two choppers. Press 
the “A” and “B” buttons together when Paul and Vince arrive at the helicopter 
pad. 

You can never have too much in the way of supplies of weapons and fuel. 
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POWER ZOOMING 
Try to collect Hearts when you see them on the screen; they’ll let you carry 
your supplies into a continued game. 


John Elway’s Quarterback ™ 


Age: 8 to Adult 
Difficulty: Apprentice-Hot Dog 


You’ ve heard of football? Good. Then you already know most of the rules for this 
game. 

John Elway’s Quarterback is a decent sports simulation of a professional 
football game. The graphics and particularly the sound are nothing spectacular, but 
it’s all there. 

The game was first designed for the arcades, where it was introduced as 
“Quarterback.” All-Pro Denver Bronco’s quarterback Elway’s endorsement was 
added for the Nintendo system game. 

The key to enjoying this game is to really try to think like a quarterback and 
read the offenses and defenses. 
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MANUFACTURER: Tradewest/(214) 874-2683 
NUMBER OF PLAYERS: 1 or2. In two-player mode two players cooperate. 


CHARACTERS 
You can choose from 14 different teams, each representing cities that happen 
to be ones with NFL franchises. In the one-player mode, you control the 
direction of the quarterback; in the two-person game you control the QB and 
the middle linebacker. 


CONTROL PAD 

Arrows. Moves the quarterback or quarterback and middle linebacker up, 
down, left or right on the field. Also controls the position of the cursor for 
passing and kicking plays. 

“A” BUTTON. Action. If player is not moving when button is pressed, he will 
jump up. Can be used to intercept passes. When player isrunning, makes him 
dive for a tackle. 

“B” BUTTON. Throw. You can throw the ball at any time, as long as the 
quarterback stays behind the line of scrimmage. Aim the ball with the arrow 
keys and press the “B” button to prepare to throw; release the button to throw. 

Kicking. For field goals, points after touchdown and punts, press the “B” 
button and use the arrow keys to help steer the ball. 


OFFENSIVE PLAYS 
Your available choices are 


Action 
Bomb 
Bootleg 
Draw 
Field Goal 
Lookie 
Normal/Reverse. Post 
Punt 
Screen 
Shotgun 
Sneak 


DEFENSIVE PLAYS 
Blitz 
Block Kick 
Goaline 
Prevent 
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Punt Return 
Standard Run 
Stunt 

Zone 


NUMBER OF LIVES 
How many lives does a quarterback have? In this game, you play four quarters. 
Although each quarter is defined as being 15 minutes in length, the computer 
clock runs much faster than a real one. A full football game here will probably 
take about 10 minutes. 


SCORING POINTS 
Touchdowns, field goals, points after touchdown and safeties. 


SUPER SECRET! 
Intrepid pigskin fans have found a quirk in programming that allows you to 
score an almost-certain touchdown whenever you are on offense. From the Play 
Select screen, move the cursor to the Normal Play/Reverse Play box and leave 
it sitting there. Time will run out on your “huddle” and you’ll be ready for the 
snap. Press the Down arrow to snap the ball and then the “B” button and your 
quarterback and receivers will suddenly be able to run about twice as fast as 
normal—and twice as fast as the defending team. Head for the sidelines and 
then tear down the field. 
Of course, it would be wrong to use that technique in a real game. 


POWER PLAYER HINTS 
Think like a quarterback. There are nine plays that the defense can put on, and 
you should be able to “read” them and adjust your plans accordingly. 


Kid Niki™ 
Age: 4 to 14 
Difficulty: Apprentice-Hot Dog 


These Princesses will be the death of us! This one is named Margo, and the bad 
guy is the Stone Wizard and of course she is being held captive in the castle. 

The kid is pictured as a “rad” with wild hair; the Princess, when you get to her, 
has a spiky hairdo. 

Kid Niki is an older arcade game, but it has held up well. This is nota game that 
is heavy on the specifics of the ancient martial arts. It is a lot closer in its game 
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play to Super Mario Bros. than it is to Double Dragon. And it’s graphics are simple 
cartoons. But it is fun. 


MANUFACTURER: Data East/(408) 286-7074 
NUMBER OF PLAYERS: 1 or2 


CONTROL PAD 
Arrows. Move Kid Niki left or right. Up arrow makes him Climb, down arrow 
makes him Squat. 
“A” BUTTON. Jumps. 
“B” BUTTON. Uses Sword. 


NUMBER OF LEVELS 
You must travel through seven levels, defeating the Big Boss at the end of each, 
to rescue the Princess. The levels are: 


Round 1: Mountains and Valley. The home of Death Breath. Phew! 

Round 2: The Abandoned Shrine. Here you’ll meet Stone Buddha, who 
throws a spinning, spiked ball. 

Round 3: Cliffs and Bridges. The Horned Witch will break into many when 
you strike her with your sword. 
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Round 4: The Watery Cave. Home of the ancient Green Grub monster. 

Round 5: The Buddha Temple. The Mad Monk, a servant of the Stone 
Buddha, holds forth here. 

Round 6: The Castle. Patrolled by the Samurai Guard. 

Round 7: The Final Battle. In the bowels of the castle, you’ll have the honor 
of meeting the Stone Wizard and fight him for the life of Princess Margo. 


NUMBER OF LIVES 
3 to start. You can lose a life by being hit by an enemy or by failing to complete 
a level within the time limit. 


TIMING 
You are allowed 6 minutes to complete each round; there is a bonus of 5,000 
points awarded for each full minute remaining on the clock at the end ofa level. 


SECRET WEAPONS 
You’re armed with the Spinning Sword, the ancient weapon of the School of 
Chirin. It will work well against most enemies, except for the Big Bosses. To 
defeat flying enemies, you’ll want to jump while spinning the sword. 
In many of the rounds you will find secret rooms. Enter the hidden passage- 
ways and go on a Treasure Hunt for bonus points. 
There are a number of special items that will appear: 


Coins. Worth bonus points. 

Golden Bell. Kills enemies far away. 

Mini Kid Niki and Mini Princess. Gives you an extra life. 

Scroll. You'll get one when you do away with the Big Boss. You’ll need to 
collect them to get to the next level. 

Silver Bell. Clears the screen of enemies around Kid Niki. 


ENEMIES 
In addition to the Big Bosses of each level, there are many nasty creatures that 
will get in your way. They include 


Chubbies. These babes throw beads! 

Coin Bird. Kill them to retrieve coins and earn bonus points. 

Flying Kite. Swoops and swirls around the castle. 

Foxes. They come in Red and Striped versions and attack by pouncing. 
Masked Bird. He’s in hiding, trying to sneak away with the Golden Bell. 
Masked Devil. He blows poison bubbles. 

Ogi Bird. Dive bomber. 

Watching Bird. He’ll circle and circle, waiting for the chance to pounce. 
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SUPER SECRET! 
What makes this game difficult—and a bit unusual—is that the creatures and 
the jumps you must make are spaced in a way that works against you developing 
a regular rhythm. Get out of the habit of just leaning on the right arrow and 
jumping or slashing whenever there is an enemy or obstacle. Instead, pause to 
assess the challenges from time to time. 


| ALWAYS WANTED TO KNOW 
How do you kill the Stone Wizard? We were tempted to suggest a chisel, but 
that would be wrong. 

Have you noticed that when something is burning on the screen, the Stone 
Wizard won’t shoot at you? Wait on the middle step until you see a fire, then 
go off to see the wizard and hit him with your knife. When the fire goes out, run 
back to the second step and wait for another blaze. Keep at it until the job is 
done. 

Okay, but what about the Horned Witch in level 3? The problem with her is 
that she just goes to pieces. 

First, we recommend that you stash away an extra life. You can get one from 
the secret room in the clouds. 

Hitting the witch once splits her into two. Hitting her again breaks her into 
four and one more time into eight. The first witch can kill you, but the last eight 
can’t. You’ll still have to go after them, though. 


POWER PLAYER HINTS 
You don’t have to use your sword against every creature you come across. Jump 
over them instead—you won’t earn points that way, but it may be the only way 
you'll get across. 

Don’toverlook bad guys sneaking up on you from behind—they move a little 
faster than you do and if you only concentrate on the enemies in front of you, 
you’re doomed. 

To be rid of the green grub, knock off all of the sections of the body, then go 


for the head. 


Kung-Fu Heroes™ 
Age: 5 to 16 
Difficulty: Apprentice-Hot Dog 


Will they ever run out of Princesses to take hostage for Nintendo games? Not yet, 
apparently. 
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As Kung-Fu stories go, this one is surprisingly detailed. Princess Min-Min has 
been princess-napped by monsters, along with the 10 treasures of the land. The 
people plead with young Kung-Fu masters Jacky and Lee to defeat the bad guys 
and restore happiness to the land. 

Our boys Jacky and Lee set off on a methodical assault on the monster’s castles, 
moving from maze to maze as new doors open. 

This is a well-done example of the maze game, and particularly exciting in the 
two-player version. 


MANUFACTURER: Culture Brain/(213) 612-7716 


NUMBER OF PLAYERS 
1 or 2. Both players can compete at the same time, and appear on the screen 
simultaneously. 


CONTROL PAD 
Arrows. To move or kick in the direction chosen. 
“A” BUTTON. Punches. 
“B” BUTTON. Press this button while holding down a directional arrow key 
to do the Moon Sault Kick. 
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NUMBER OF CASTLES 
8, being: 


Spearman’s Castle 
Gunman’s Castle 
Buffalo’s Castle 
Demon Cat’s Castle 
Demon’s Castle 
Castle of Tricks 
Dragon’s Castle 
The Last Castle. 


NUMBER OF LEVELS: 4 per scene 
NUMBER OF LIVES: 5 to begin 


SECRET WEAPONS 
There are lots of nifty things hidden in the maze, inside some of the creatures 
and behind some of the blocks and walls. Fire away at anything and everything 
to uncover: 


Beads. Put them on and you’ll be able to see the invisible coffins. 

Candle. Lets you see the traps. 

Crystal Ball. Knocks Golem down a notch. 

E Balls. Five are worth an extra life. 

Gun Ball. Grab one and add this to your arsenal. 

Miracle Kick. Look for the big K; you'll have the power as long as you have 
the symbol. 

Mirror. Bounces the enemy’s beam back at him. 

Money Bags. Five of them are worth one E Ball; Five E Balls are worth one P 
Ball. 

P Balls. Get at least 6 Money Bags and then press the “A” and “B” buttons at 
the same time. The P Ball will make you invincible for a while. While you’re 
in that condition, your enemies will turn pale; any enemy that has lost its full 
color can be defeated now with just a quick poke. 

Power Up. Worth an energy boost to one or both players. 

Punch Up. Increases you fist power. 

Question Balls. They pop out of objects you smash; you won’t know what they 
can do for you until you hit them again. They may turn to Money Bags or X 
Marks. 

Sake. It will, hiccup, slow down the, hiccup, Dragon. 

Scroll A. Used together with the Miracle Kick to knock off the Ware Cat. 

Scroll B. Slows down the Uni-Gon. 
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Shorin Temple Mark A. Weakens Mr. Coffin. 

Shorin Temple Mark B. Weakens the Medusa Beam. 

Sword. The tool you'll need to dispatch the Dragon clan. 

Treasure Box. Hidden inside some of the rocks, stones and ice blocks. You'll 
find Power Ups or weapons within. 


ENEMIES 
Here are some of the bad guys Jacky and Lee will come across in the mazes, 
and the number of points they’ll score for getting rid of them: 


Bison Commandos. Tough bull-headed guys, they are almost impossible to 
defeat. Try the Miracle Kick. 1,000 points. 

Cat Mage. Princess of the Demon Cat Clan, she shoots deadly Medusa Beams. 
Nota nice kitty. Try out a Moon Sault Kick. 5,000 points. 

The Dragon. The boss of the Dragon Clan. You’ll need to get five treasures 
before you come at him with a sword. 10,000 points. 

Dragon Head. Now follow these instructions carefully: Collect at least five 
treasures before you approach this guy and then come at him with the Moon 
Sault Kick. 5,000 points. 

Dragon Man. An officer of the dragon clan, he shoots black bullets. You can 
defeat him with a sword, though. 3,000 points. 

Fire Balls. They'll pop out of the wells; you should pop out of their way, since 
you cannot possibly beat them. 

Floating Viper. Poisonous snakes trained as attackers by the Dragon Man. Give 
’em a Moon Sault Kick. 1,000 points. 

Golem. A nut too tough to crack, they fire bullets from up top. We’re not really 
sure how these guys got into this game—must have been a cross-cultural 
ghost transfer from Israel, we suspect. 

Gunman. That’s no gun. It’s a bazooka! 1,000 points. 

Kung-Fu Commandos. They come at you in three types: Punching, Kicking 
and Dueling. They’ve met their match when you use the Miracle Kick. 500 
points. 

Medusa Cat. The Cat Mage’s mother, she also shoots Medusa Beams. 

Mr. Coffin. He’s carrying a box for you and he won’t go away emptyhanded 
without a fight. 1,000 points. 

Spear Men. They want to make you into shishkabob. Time your approach 
between their thrusts, jump over them and sock ’em with a Miracle Kick. 
1,000 points. 

Thunder Bolts. Much too powerful for a King-Fu assault. Stay away. 

Uni-Gon. Fire-breathing monsters that can be a real problem. But they have a 
weak point: hit them up high five times to knock them down. Use a Miracle 
Kick. Worth at least 3,000 points. 
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Ware Cat. Soldiers of the Demon Cat Clan. They’re too tough for an ordinary 
assault. 5,000 points. 

Will O’ Wisp. These guys are serious pains; get rid of them by jumping over 
them three times. Seriously. Worth at least 5,000 points. 

X Mark. In the maze, if you come across one it will take away all of the money 
you have collected. 


| ALWAYS WANTED TO KNOW 
Howin the world do I use the sword? What? You couldn’t find it in the manual? 
Neither could we. That’s because they left it out. 
The answer: To use the sword, hold down the “A” and “B” buttons and the 
arrow key in the direction you want to jab. 


SUPER SECRET! 
Here’s a secret Continue mode. When your game is over, wait for the title 
screen and press the “A” button and Start at the same time. 


POWER PLAYER HINTS 
Game counselors tell us they advise strongly against warping to higher levels 
until your punching power is at the maximum level of 3. If you do go without 
the power, you’re not going to have much success. 

The direction of your Miracle Kicks can be changed in mid-air. 

Start your game off by collecting as many items as you can in Stage 1-1. 
You'll find a key inside the rock at the top, just below the righthand stone god. 
Grab the key and a stairway will open up immediately to a bonus stage below. 

Don’t overlook the value of the Quick Passage Zones as ways to escape 
some of your pursuers as well as speedy way from top to bottom of the screen. 
In Stage 1-1, for example, the zones can be found at the top left and bottom right 
corners of the screen. 

Think you're a real hotshot with a joystick? Try doing the 2-player all by 
yourself; controlling: both Jacky and Lee. If you can do it for more than a few 
seconds at a time, you are a true Kung-Fu Nintendo Game Master. 


Legacy of the Wizard™ 
Age: 5 to 16 
Difficulty: Hot Dog 


It’s so nice when the kids pitch in at the family business. You see, old Grandfather 
is a retired wizard, the man who defeated an evil dragon many years ago. Now the 
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dragon is showing signs of coming back from his buried prison, and a new 
generation sets out to destroy it. 

This is a nicely programmed and well presented wizard and dragon quest with 
some touches of humor. You are in control of one or another of the Draslefamily 
as they search out the location of the magical DragonSlayer sword. There’s mom, 
dad, brother, sister, Grandma, Grandpa and the family pet monster. 

Each family member has differing abilities, and you can switch between them 
as needed. There are your basic Inns and Shops for rest and special items. 


MANUFACTURER:  Broderbund/(415) 492-3500 
NUMBER OF PLAYERS: 1 


CONTROL PAD 

Arrows. Move characters up, down, left and right. Up is also used to climb 
ladders and to enter Shops or Inns. Down is used to descend ladders and to 
exit Shops or Inns. 

“A” BUTTON. Jumps. Also to use Selected items. 

“B” BUTTON. Throws the Magic Weapon in the direction indicated by the 
arrow key. 

Select. Used to select items from your inventory. Youcan carry only three items, 
and use only one at a time. 
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AVAILABLE CHARACTERS 
You have at your disposal the members of the Draslefamily. They’re not your 


ordinary folk: 


Xemn, the Father. Very powerful and able to use Magic Gloves to move 
blocks. Also uses Armor and Powered Boots. 

Meyna, the Mother. Don’t all mothers fly? And perform magic, too. Uses 
Wings, Key Stick and the Rod. 

Roas, the Son. He’s the master of the DragonSlayer. Also uses Armor and 
Jump Shoes. 

Lyll, the Daughter. This is a jumpy little girl who is also possessed of magic. 
She can use the Powered Boots, Jump SHoes and Mattock. 

Pochi, the Pet Monster. He thinks he’s a dog. Can use Elixer, Magic Bottle 
and Crystal. 

Grandmother Jiela. Ask her for a password to save the game. 

Grandfather Douel. Tell him what Grandmother told you. 


NUMBER OF WORLDS 
There are four worlds to conquer before the final battle with Keela, the King 
Dragon. There are hundreds of rooms to explore. There are about 457 screens, 
according to Broderbund! 


NUMBER OF LIVES 
If your current character’s life points reach zero, the game will be over. There 
are Power-ups you can use to restore life force. 


HOW TO USE THE GLOVES 
It is critical to your success to learn how to move blocks in the dungeon, and 
the key to that task is the use of the Gloves. 
Use the moveable blocks to help you solve some of the mazes in the dungeon. 
Only some of the blocks can be moved; to do move a block to the right, stand 
on the block, hold down the “A” button and press the Right arrow. 


SECRET WEAPONS 
When you destroy a monster, they’II leave behind items of interest, including 


Bread. The stuff of life. 

Cross. Clears all of the monsters from the screen. 

Gold. You’ll need money to buy things at the Shops and to stay at the Inn. 
Key. And what are keys for? 

Poison. Takes away Life. 

Potion. Brings magic. 

Ring. Makes you invisible and invincible for a short while. 

Scroll. Gives you greater speed. 
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a 
Search the dungeons for these special items: 


Chests. Lots of good things here. But they’re locked! 

Doors. They’re locked, too. 

Loose Blocks. Try moving them, or breaking them with your Mattock. 

Magic Block. They have the power to transform. 

Picture of Princess Celina. You need the secret that is hidden here to get to 
the DragonSlayer. Get the four crowns first, of course. Here’s a hint: the 
Princess is a bit warped. 

Stalagmite. A mineral growth that forms on the floor of a cave (the ones on the 
ceilings are Stalactites). Whatever. Don’t walk on them. 


If you open the chests you find in the dungeon, you’re likely to find various 
treasures, including 


Armor. Put some on and walk right through some of the monsters. 
Crystal. Warps you back near the family home. 

Elixer. Recharges your Life level. 

Gloves. Put them on before you try to move blocks in the dungeon. 
Jump Shoes. Guess what they help you do? 

Magic Bottle. Recharges your Magic level. 

Power Boots. These boots were made for stomping monsters. 
Shield. Bullets will bounce off it. 


You'll find other special items scattered about, including 


Crowns. The price of the DragonSlayer is four of these. 

DragonSlayer. Just like it says, this slays the dragon. It’s the only way. 

Fire Rod. Boosts the range of your weapon. 

Key Stick. Okay, so you don’t always need a key. 

Mattock. A pick and climbing ax, it can be used to break open some of the 
dungeon’s blocks. 

Power Knuckle. Gives you more attacking power. 

Rod. Allows you to move some of the blocks. 

Wings. Fly away! 


ENEMIES 
The four crowns are each protected by a wicked monster: 


Archwinger. A loathsome lizard. 

Erebone. A grabby ghost. 

Rockgaea. A lord of the rocks. 

Tarantunes. We wouldn’t sing any songs about this spidery fellow. 
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Tarantunes. We wouldn’t sing any songs about this spidery fellow. 


The final battle of the game will be with Keela, a fearsome flying fiery 
dragon. 


| ALWAYS WANTED TO KNOW 
Those darn rocks! They won't go where I shove them with Xemn. Stop pushing 
so hard. Take a softer approach and they’ ll behave better. 


SUPER SECRETS! 
Start your search for the crowns in the area around Keela. Broderbund recom- 
mends using Pochi for the crown at the bottom right, Lyll for the crown in the 
upper right, Meyna for the bottom left and Xemn for the upper left one. 

Get Xemn’s crown last; the Rock Monster guards this one, and the weaker 
characters will have a hard time. So will Xemn, without the Power Knuckle. 
Once you have all crowns, go for the sword. 

When you get to the battle with Keela, you'll need to summon the bashful 
creature to battle by jumping up beneath the Dragon mural. Be sure you’re 
holding the DragonSlayer. 

If you move blocks in the dungeon and they end up in your way, leave the 
screen and do something else and then come back. The blocks will mysteriously 
go back to where they were before. 


POWER PLAYER HINTS 
A starting strategy is to find all of the magic items and treasures in the chests 
and shops before you go into battle. 

Hold off on going after the crowns until all of the items, except for the sword, 
have been retrieved. 

If you think an upcoming battle is going to be too difficult to win on the first 
try, you might want to return the family home for a quick visit. Doing so will 
allow you to continue from the point where you are should your character be 
killed. 


USING PASSWORDS 
If you want to save your game, go back to the old family home and ask Grandma 
for a password. It’s a long one: 32 letters and numbers. 
When you want to re-enter the game using a password, move the pointer to 
the Grandfather at the opening scene and then enter the password. 
Here’s a password that'll take you deep into the game, with Gloves and 
Power Blocks: 


GZLL LDLW  MKYI HQRD 
POHJ TEIM ESCY TK6A 
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POWER ZOOMING 
There is also a Continue feature in the game. When you character’s life goes 
down to zero, you will be offered a choice of Retry, which will start the game 
over from the beginning, or Continue, which will let you continue from the 
point you were at the last time you returned to the family home. 


Mappy-Land™ 


Age: 4 to Adult 
Difficulty: Apprentice-Hot Dog 


This is another winner in the Silly Arcade Game Contest, a game that will have a 
great deal of appeal for younger players and also offer some challenge—especially 
in the upper levels—to experienced arcade champions. It is a sweet story with some 
of the nicest music and graphics around, an upgrade to the arcade game called 
Mappy. 

The story, if you must know, is this: Mappy, a policeman, is on vacation, but he 
doesn’t get to rest, It seems that Nyamco and Muky of the Guchi Gang have stolen 
the engagement ring he has purchased for his girlfriend Mapico. And, to make 
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things even worse, they’ve also taken the birthday presents Mappy was going to 
give to Mapico this very day! 

Mappy sets out to retrieve his missing possessions, in an amusing and silly chase. 
There are eight very cute adventures, repeated in four different stories. Mappy will 
try to capture the Guchi boys with weapons that include feathers, fish, bowling 
balls and fireworks. 

This is a treat for the eyes and ears, with clever and changing music at the various 
levels as well as very attractive graphics, animation and colors. There is a Continue 
option that will allow players in training to work their way through the game, step 
by step; you can also choose to start at some of the levels. 

Mappy-Land is the game to show someone who thinks Nintendo games are all 
space shoot-em-ups or Kung-fu kickfests. Six-year-old Willie called Mappy 
“Mickey and Minnie’s cousin,” and that is a pretty good recommendation. 

There is a nice demonstration of the game that will play if you put in the game 
pak without pressing the start button on the controller. Keep watching and it will 
take you through all of the areas. The manual is a bit confusing; we’ll try to help 
here. 


MANUFACTURER: Taxan/(408) 946-9500 
NUMBER OF PLAYERS: 1 


CONTROL PAD 

Arrows. The left and right arrows move Mappy in those directions when 
walking, when bouncing on a trampoline or when on one of the other special 
methods of movement in the game, including the climbing vines in the Jungle 
scene. The up and down arrows can be used on ladders and vines. 

“A” BUTTON. Uses special tools. 

“B” BUTTON. Allows you to Jump up to capture special items or weapons. 
You can also jump over some of the attacking enemies, although this takes 
practice. 


NUMBER OF STORIES 
There are four separate quests Mappy must make. The challenges get more and 
more difficult further into the game: 


Story 1: The goal here is to get back a piece of cheese for Mapico’s birthday 
party. 

Story 2: Mappy has to find the missing wedding ring. 

Story 3: Now there’s a missing Christmas tree. 

Story 4: Guess what? Where’s the ball for Mappy Jr.’s birthday party? 
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NUMBER OF LEVELS 
Each time you go through a story, you will travel to eight different areas: 


Railroad Town 
Western World 
Tropical World 
Jungle World 
Pirate’s World 
Ghost Town 
Seventh Avenue 
Milky Town 


SCREEN DISPLAY 

At the top of the screen, you’ll see a display that shows, from top left to top 
right, the Score, then the number of remaining lives (MP-1 or MP-2) and then 
your position in the game. It will be shown in a number like this: R-2.4, which 
would mean Story 2, Stage 4. 

Below the number of lives, you’ll see a display of the number of available 
Weapons for Protection. 

Atthe right, below the position indicator, you'll see the number of remaining 
pieces of the puzzle you need to retrieve in this story. 


SELECTING A STORY AND LEVEL 
You may choose between stages of the game to start, selecting from among 
levels 1, 3, 5 and 7 from each story. Other levels and stages can be reached only 
by playing the game. 

Choices are made at the start of the game if you choose the Stage Select 
option. First choose between the story level or the stage level by using the Left 
or Right arrow keys; then adjust the stage level using the Up or Down arrow 
keys. 


NUMBER OF LIVES 
3 to start. You lose a life when Mappy is touched by an enemy (except when 
they pass on a trampoline), or when Mappy falls to the ground or into the water. 


SCORING POINTS 
You'll pick up points for each special item you grab, for each enemy you 
dispatch, for each stage you complete—in short, for just about everything you 
do in this game. The high score is displayed on the screen for as long as the 
power is still on. 


188 Ultimate Unauthorized Nintendo Game Strategies 


SECRET WEAPONS 
Mappy has a limited supply of special weapons. You’ll need to look for the 
available weapons when they appear on the screen and grab them by moving 
through them; you’ll see a display of your available weapons on the screen. 
There are two types of weapons, one set for protection and the other for 
fighting. 
Among the defensive (protection) weapons are 


Toys. Your first weapon at the start of the game. For some reason, the attacking 
Mukies are instantly distracted when they see one of these dancing feathers. 
Put them out when they’re on your tail. 

Fish. Show Nyamco or the Mukies one of these and they’Il take off after them. 

Gold Coins. Nyamco will dance around them if you put them in his way. 

Pots. They make Mukies faint. 


Most of the stages also have a small supply of special fighting weapons. 
They'll knock your attackers off the screen or disable them for a while. Use 
them wisely. They are 


Railroad Town: Pulleys. Jump up and grab one for a quick ride from one side 
of the train car to another, knocking off your pursuers along the way. 

Western World: Punching Bags. Boom! Outta here. Check out the cannon, 
too. 

Tropical World: Fireworks. We'd call them bombs, ourselves. To the moon! 

Jungle World: No weapon. But do stop and do some fishing at the end of the 
vines. Use the fishes to hypnotize the pussycats. 

Pirate’s World: Horizontal Bars. Makes you into a world class gymnast, 
spinning around and around. And if a bad guy should happen to run into you 
while you spin . . . kabang! 

Ghost World: Flashlights. Shine your beam on the ghosts to make them 
disappear. You can also tum night into day by flashing the light at the moon. 

Seventh Avenue: Sticks. That’s what the manual calls them; Willie named 
them Tripping Bars, which is more descriptive. Come underneath one of them 
and jump up to trip the pursuer on the level above. 

Milky Town: Bowling Balls. Grab one and then let it loose down the alley to 
strike out your enemies. 


ENEMIES 
Nyamco and Muky and their friends in the Guchi gang. In the various scenes, 
Muky will always appear as a cat. 
Nyamco, though, is a master of disguise. Here are some of them: 


Station Master Nyamco. Railroad Town. 
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Western Nyamco. Western Town. 

Chieftain Nyamco. Tropical World. 

Wild Boy Nyamco. Jungle World. 

Pirate Nyamco. Pirate World. 

Mummy Nyamco. Ghost Town. 

Vampire Nyamco. Gatekeeper in Ghost Town. 
Waiter Nyamco. Seventh Avenue. 
Guardsman Nyamco. Milky Town. 


| ALWAYS WANTED TO KNOW 
How in the world do I get all of the cheese to Mapico in area 1-8 before I run 
out of time? Sorry to have to tell you this, but you’re going to have to be just a 
little faster. The basic secret here is that you must snatch up all of the cheeses 
and arrive at Mapico’s feet in a perfect rum—make just one misstep and you’re 
out of time. 

Here’s one way: zoom along the first level and grab the cheeses from left to 
right. Then jump up to the second level and zip back right to left. Your last pass 
is on the fourth level; jump up on the trampoline and move straight across from 
left to right. 

But wait, there’s more. There may be one piece of cheese that you are 
overlooking. Don’t forget to grab the piece of cheese inside of the picture of the 
castle, just to the left of Mapico. 

That should satisfy your impatient girlfriend. 


SUPER SECRET! 
There are several hidden bonus screens in the game. The first two are in levels 
1-2 and 1-5. First of all, you’ve got be rid of all weapons; use them up. Then 
work your way up to the one of the upper level trampolines and bounce up and 
down three times. In the bonus screen, you'll have the opportunity to pick up 
more weapons and even a free Mappy. 


HOW TO MOVE FROM FLOOR TO FLOOR 
There are a number of ways, including the use of the special trampolines you'll 
find scattered about. When you step onto one, you will automatically start 
jumping; press the left or right arrow key when Mappy is at the floor where you 
would like to exit. Some of the trampolines will send you up and down the entire 
screen, while others only work for a few floors. You may have to go past your 
goal and double back to get some of the special items and weapons. 
Other ways to get to floors include ladders and vines. 


DANGER! 
You have only a limited number of bounces on each trampoline (usually three). 
If you are blocked from getting to exactly the level you want, get off the 
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trampoline and then get back on to start the jumping count over again. The 
trampolines in Jungle World can be jumped on as many times as you want, 
though. 


POWER PLAYER HINTS 
Notall of the special items you are searching for will appear in the current stage. 
For example, in area 6, you’ll need to find a key and then the secret entrance to 
the church to retrieve the cross before you can go on to the seventh area. In the 
first area of the third story, you’ll have to drop down to a hidden Sub-Area to 
find your missing item; find the Sub-Area by jumping between the first and 
second cars of the train. 

This is a pattern game; the enemies will almost always come at you in the 
same order from the same places. So, if you keep running into the same problem, 
try coming from a different direction, or going for the missing pieces in a 
different order. 


POWER ZOOMING 
There is a Continue option available from the starting screen. Choose it to pick 
up where your character lost his last life; this is an excellent way to practice. 


Marble Madness® 


Age: 5 to Adult 
Difficulty: Apprentice-Master of the Game 


This is a roller coaster for the mind. Like the very best of games, it sounds so 
simple—and it can be, for beginners—but the more experienced you become at 
Marble Madness, the more you'll be convinced you’ve lost your own marbles! 

The graphics are very nice for an 8-bit system like the NES, the music is an 
interesting, other-world symphony and the sound effects are fascinating. On your 
screen is a 3-D marble raceway, with ridges and valleys and ramps. Some of the 
ways across the valleys are over mechanical drawbridges; other ways down are 
through secret tubeways. 

Each of the levels has more than one way down to the finish line, and you should 
experiment to find the paths you find best for you. You can play against the clock 
by yourself, or you can play against a friend, with both balls on the raceway at the 
same time. 

This is an extremely well done translation from the arcade hit to the Nintendo 
system. Marble Madness has good appeal for players young and old, and is a nice 
calming break from the shoot-em-ups. 
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MANUFACTURER: Milton Bradley/(413) 525-3545 
NUMBER OF PLAYERS: 1 or 2 


CONTROL PAD 
Arrows. Arrows move the marble up (North), down (South), left (West) and 
right (East). You can also move the marble on an angle, by pushing down 
the arrow pad between two directions. 

At the start of the game, you will be able to tell the system whether you 
would prefer to hold the joystick in the normal horizontal NES position 
(Choose 90), or whether you would like to try the game holding the controller 
diagonally (Choose 45). 

“A” BUTTON. Turbocharge. 
“B” BUTTON. Not used. 


NUMBER OF WORLDS: 6 Raceways 


NUMBER OF LEVELS: 6 Levels on each Raceway 
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NUMBER OF LIVES 
You have an unlimited number of marbles for each challenge; the game ends 
when you fail to complete a particular level within the time given you. 


TIMING f 
Each level will have a particular amount of time assigned for completion. After 
Level 1, any time left over from the previous level will be added to your 
available time for the next challenge. 
In the 2-player version, if one player gets way ahead of the other and moves 
off the screen, the second marble will be automatically transported down the 
chute to the top of the next screen, but a 5 second time penalty will be charged. 


HOW TO HANDLE THE BEASTIES 
There are a number of nasties to avoid or otherwise deal with. Here are a few: 


Marble Munchers. They look like Slinkies. Their name tells you what they 
like to eat. Avoid them. 

Steelies. These are back metal balls that will getin your way or even try to knock 
you off the course. Avoid them, or take the offense and knock them off the 
raceway yourself for bonus points. 


SCORING POINTS 
You score points for completing a level, plus Time Bonuses depending on how 
many seconds were still on the clock. There are also Bonus Points available for 
finding Shortcuts and for getting past some of the enemies or traps. 

You will register your name at the start of the game, and Marble Madness 
will keep track of your score for as long as the power is on. If you score more 
than 10,000 points (this usually comes somewhere in the second or third level 
of the first raceway) your name will appear on the High Rollers Screen at the 
end of each game. 


SECRET WEAPONS 
Turbocharge. Press the “A” button to give your marble a sudden burst of speed. 
You may need it to get around some of the enemies and traps in the game, and 
you should also turbocharge when you are on a straightaway (like the chute 
leading up to the finish line in many levels) to cut a few seconds off of your 
time. 


| ALWAYS WANTED TO KNOW 
There has to be a stage select! Sorry, but no. Marble Madness mavens tell us 
that the key to success in this game is to carry as much time as possible from 
the early mazes into the later ones. They suggest you memorize the lower levels. 
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Why can’t I always find those waving wands that give me 10 seconds more 
time on the clock? Because they are generated randomly and will not necessarily 
appear in the same place at the same time. No one ever said this game was going 
to be easy, did they? 


SUPER SECRET! 
Here’s a way to gain some extra time. Select the 2-player mode and leave the 
second controller unused, or make sure that the player on the second controller 
finishes second. You’ll pick up the bonus time for winning every time. 


POWER PLAYER HINTS 
The Diagonal, or 45° position for the joystick is probably the best way to play 
Marble Madness, but it may take a long time until you feel comfortable with 
this unusual way of holding the controller. Experiment to find the best way for 


your playing style. 


Milon’s Secret Castle™ 


Age: 5to 16 
Difficulty: Hot Dog 


Hudson is such a cheerful place, where the people happily send bits of music back 
and forth instead of talking. Everyone, that is, except for poor Milon, who can’t 
seem to understand the music. 

And so, Milon sets out to travel the land of Hudson to see if there are others like 
him. His first stop is to be Hudson’s Secret Castle, the home of Queen Eliza. But 
when he gets there, he finds that the music has stopped! 

The people have been attacked by an Evil Warlord who has robbed them of their 
musical instruments and has occupied the Secret Castle, holding Queen Eliza 
hostage. 

We don’t know why these guys do these things, but anyway Milon volunteers 
to try to fight the Evil Warlord and his terrible demon-monsters all by himself, with 
only the aid of a Magic Bubblemaker, given him by the Castle’s magician. 

Secret Castle is a maze arcade game. Milon’s task is to enter the castle and solve 
the puzzle of each maze room, retrieve the money and special items hidden in each 
room and finally to destroy each of the seven demon-monsters hidden about. 

Each level of the game presents you with a castle with four rooms. The first and 
third doors you come to are Maze Rooms, where you can stop to collect helpful 
items and coins. When you’ve gotten a bit of spending money, you may want to 
exit the Maze Room and go to the second door, which is the Shop, where you can 
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buy clues, hints and special tools. There are also a whole bunch of hidden surprises 
and a few secret shops to be found. 

You’ ve got to keep working to clear the mazes of their secrets; as you progress, 
a secret door will appear. You'll need to find the key, which will let you go in and 
out of the mazes at will. When you’ve cleaned out the mazes, a fourth door will 
open, and that is the home of the demon monsters. 


MANUFACTURER: Hudson Soft/(415) 495-4468 
NUMBER OF PLAYERS: 1 
CONTROL PAD 
Arrows. Move Milon left or right with directional arrows. Use the down arrow 
with the “B” button to shoot bubbles downwards. Use the up arrow to enter 
through a door or window. 
“A” BUTTON. Makes Milon jump. 
“B” BUTTON. Shoots bubbles upwards. 
NUMBER OF LEVELS: 7 


NUMBER OF ROOMS: 4 on each level 
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NUMBER OF LIVES 
1. The life is divided into seven energy units; when you use up your energy, the 
units change from blue tored. When all are red, game is over. At the start, you’re 
given just four blue units, with three already red. 


TIMING 
The game is over when Milon loses all of his energy; energy is lost whenever 
he is hit by or touched by one of the demon characters. Energy will increase 
when Milon destroys a demon and grabs an Energy Heart. 


SECRET WEAPONS 
Shooting and breaking blocks with bubbles or destroying demons and monsters 
will reveal many special items. Among them are 


Coins. Save them to buy special tools when you visit the various Item Shops. 

Crystal Balls. These are the keys to the kingdom! One will appear each time 
Milon gets rid of one of the demon-monsters. Milon’s ability to shoot 
bubbles, and their strength, will be increased, and Milon will be allowed to 
move on to the next level of the Secret Castle. He needs to grab seven balls 
in order to save Queen Eliza. 

Honeycomb. Adds an extra level to Milon’s capacity, and fills up the meter. 

Hudson Bee. Floats a protective shield around Milon that will protect him from 
demon attacks for a short while. 

Music Box. Grab it to enter the Bonus Stage. While there, your goal is to collect 
seven musical instrument and all of the Musical Notes and Sharp Notes you 
can find; avoid the Flats! Or, as the old joke goes: “C Sharp, or B Flat!” Get 
it? Say it a few times; this is a real howler to musicians, we’re told. 

Umbrella. Grab it to give Milon the power to rapid-fire magic bubbles. 


THE ITEM SHOP. 
The second door in the castle leads to the Item Shop. Here you'll be able to 
purchase special tools, and get a few hints from time to time. There are also 
other shops hidden throughout the maze. 

You’ll need to have collected enough gold coins to go shopping, although 
hints are free. 

The display shows the items you have collected and the number of coins and 
crystal balls you have gathered. Also indicated are a number of secret items you 
may want to buy, together with their prices. 

To get a hint, bring Milon beneath the button and bump it with your head. 

Among the items you will be able to buy in the shop (and some hints on how 
to use them): 


Blimp. Ride one down; it’s safer than jumping. 
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Canteen. Your own portable fire extinguisher. Works well against the fiery 
birds near the tower rooms. 

Feather. Makes you light enough to take the elevator. 

Fireproof vest. Works well in the well. 

Lantern. It’s dark in the well. 

Paint. Turns the invisible into objects you can see. 

Shrinking potion. 


THE DEMON-MONSTER ROOM 
And you think your room is a mess! When you make it to this room, make sure 
you have armed Milon with as much energy and special items as you can, 
because the battle with the Demon-Monster will be tough. By the way, don’t 
give up: keep shooting. 
Once you kill a demon-monster, he will leave behind a crystal ball. You'll 
need one to get to the next level. 


| ALWAYS WANTED TO KNOW 

T'm guessing that I need the high-jumping shoes to get very far in the first level, 
but I can't find them. Help? Hey, no prob. When you enter the first door, you’ ll 
come to three sets of blocks on the floor. Shoot the two side blocks and pick up 
the dollar signs they will leave. The push the remaining block to one side or the 
other; justrun up against it and keep the pressure against the block until it moves. 
Now step back and shoot the block you moved and a door will appear. Go into 
the door and the shoes will be there; they’re a bargain at just $16. 

Where is this mysterious saw that the Shopkeeper hints at in Level 1? You 
mean you haven’t gone down into the well near the tower on the right side of 
Level 1 and gotten the hammer? Why, then all you have to dois take the hammer 
to open up a secret room in that level and there you'll find the saw. The saw is 
needed to get into a pair of closed rooms in Level 2. 

In Level 1, I can see a room full of money that I can't get to. Are they just 
teasing me, or is there a secret here? Yes, to both questions. You can’t get at 
the room from Level 1, but get to Level 3 and head for the top left comer of the 
castle. And try going in there a few times; someone keeps restocking the money 
supply each time you clear it out. 


SUPER SECRET! 
If you want to go for points and have an extra life to spare, you can take 
advantage of this quirk in the program: kill off a demon monster, grab a Crystal 
Ball and then fall off a cliff or otherwise die. Before you Continue, press down 
either one of the firing buttons and hold it down and watch your points collect. 
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POWER PLAYER HINTS 
Shoot anything and everything in the mazes. There are secret hidden coins in 
the walls and floors; there are special items carried by the demons and other 
surprises, You'll also find secret shops. 

Be careful when you are near the side walls of the mazes; demons may 
approach you from the other side of the wall and scoot through to catch you by 
surprise. You, however, can shoot your bubbles through the walls to get rid of 
them. 

As much as you might like the bouncy theme music outside the castle rooms, 
don’t tarry too long there, for new, more difficult monsters will appear. 

There’s a bonus stage you can get to by bumping the rightmost block on the 
first row of blocks on the first level. 


POWER ZOOMING 
There is a special Continue mode available to Secret Castle players, but you’ ve 
got to earn the right! 
Youwhave to collect the first Crystal Ball by yourself. Once you’ve done that, 
then you can continue the game after Milon loses his life but pressing the Left 
arrow button and holding it down while you push the Start button. 


Mickey Mousecapade™ 


Age: 4 to 13 
Difficulty: Apprentice 


Presenting the video game debut of the world’s most famous rodent and his 
oh-so-sweet girlfriend! 

Mickey Mousecapade is a very cute game, a welcome break from yet-another 
space alien shoot-em-up or mythical monster adventure. This game will particu- 
larly appeal to the younger players, both girls and boys. But older players will enjoy 
its humor, and adults may want to play it with their younger Nintendo fans. It’s not 
all that easy a game, either, 

The game features Mickey and Minnie on an incredible search for their mystery 
missing friend, held captive by an unseen evil witch. The mice move through a 
strange fun house, over a vast ocean (check out those animated waves and flying 
fish!), deep into a gloomy forest with the strangest of plants and animals, aboard 
Peg Leg Pete’s creepy pirate ship and finally into the echoing hallways and mazes 
of a mysterious castle. 

Mickey and Minnie go through their adventure hand-in-hand, although if you’re 
not careful, a mischievous crow may snatch away Minnie and you'll have to stop 
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your quest to rescue her. You’ ve also got to watch to see that Minnie doesn’t wander 
off. These lovemice cannot be separated; you must retrieve Minnie before you 
proceed with the game. The further you go into the game, the more Minnie tends 
to drift away. 

Itis arelatively nonviolent quest (our heros throw “stars” at the bad guys). Along 
the way, M&M must get past falling spiders, evil wizards, arrow-launching 
scorpions and skull-throwing pirates. The game also has more than a few nice 
touches of humor and an infectious but repetitive musical theme for each of the 
various worlds. 

The enemies go after Mickey; Minnie’s only problem is the Crow. Check out 
the expression on the lovemice when they get caught; they really look worried. 

Mickey Mousecapade is the first of a series of games by Capcom under a deal 
with the Walt Disney Company. The game “DuckTales” was due out for Christmas 
of 1989, with another game, “Adventures in the Magic Kingdom” set for 1990. 


MANUFACTURER: Capcom/(408) 727-1665 
NUMBER OF PLAYERS: 1 
CONTROL PAD 


Arrows. Move Mickey and Minnie left, right, up and down. 
“A” BUTTON. Jumps. 
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“B” BUTTON. Shoots stars. 


NUMBER OF WORLDS 
5. The Fun House, the Ocean, the Woods, the Pirate Ship and the Castle. 


NUMBER OF ROOMS: 22 
NUMBER OF LIVES: 3 to start 


SCORING POINTS 
Your goal is to make it through all 22 rooms to the end of the quest and rescue 


the missing friend. You pick up points for every enemy you hit; you lose energy 
for every enemy who gets to you. 


SECRET WEAPONS 

You can’t get very far in this game without the ability to throw stars. Stars can 
be found inside a Treasure Chest in a blue room near the beginning of the game. 

You can proceed with just Mickey’s stars, but if you make the effort to go to 
Minnie’s Treasure Chest, you’ll have double the power and a better chance of 
making it to the end of the game. 

After you get Mickey’s star power, you must “go around” the map to come 
back into the Blue room from the other direction to get Minnie’s stars. 

To go around: climb up through three green rooms, make a right turn to a 
blue room, continue right through two brown rooms, go down two ladders and 
then make a left turn to the blue room. 


ENEMIES 


They can’t help it. They were just born mean. Here are some of them: 


Cats. You know how cats and mice get along, don’t you? One of the species of 
cats in this game has a particularly nasty habit of throwing things; you’ ll have 
to come at it from behind. 

Crocodile. Why do these guys always seem hungry? 

Crow. He’ll jump out and grab Minnie if you’re not careful. You'll need a key 
to get her back. 

Falling chandelier. Knock one over, but scoot back out of the way before it 
falls. 

Flying fish. They sail the ocean blue and they like mice. 

Hoppers. That’s what they do, and they’re always in the way. 

Peg Leg. Ahoy, Captain of the Pirates. You can survive your trip to the Pirate 
Ship by staying on the ladders, out of Peg Leg’s way. When he leaves, jump 
down and do battle; go back to the ladder when the boss returns. 


200 Ultimate Unauthorized Nintendo Game Strategies 


Walking Brooms. This is an inside joke in the world of Disney. The walking 
brooms were Mickey’s enemy in the famous “Sorcerer’s Apprentice” scene 
in the movie “Fantasia.” Be careful or they’Il sweep you off your feet. 

Waves. Yes, waves. They swoop across the ocean, ready to knock you down. 
Work on your timing in the Ocean world. 

The Wizard. This is one tough opponent, until you discover that the room where 
he lives is full of Cake. You'll have plenty of chances to defeat him or jump 
over him if you keep your energy level high. You'll need to find the key in 
the Wizard’s room to get out. 


FRIENDS 
Here are some of Mickey and Minnie’s buddies. 


1-up Mickeys. Worth an extra life. Invisible—you’ll find them by throwing 
your stars around the room. Sometimes they’ ll require more than a few shots 
to become fully visible. 

Cake. Yum, yum. A lot of energy in this sweet. 

Diamond, Hardest object you can find, it will destroy all enemies, 

Guardian Angel. She’ll last only about 10 seconds, but grab hold of her and 
you can zoom through a room as fast as you can go. She’s invisible, like the 
1-Ups. 

Keys. You’ll need one at the start of the game to get out of the Fun House, and 
then you'll want one to find the Wizard and to enter into the bonus round to 
rescue Minnie from the crow. 

Lamp. One of the places you’ ll find cake or diamonds. Throw a star or two at 
them. 


| ALWAYS WANTED TO KNOW 
How do I recover Minnie after she has been mousenapped by the Crow? Touch 
the key to enter into a bonus round; you will be given one chance to jump on a 
statue. Pick the right one and Minnie will appear. Pick the wrong one, and you’ Il 
have to go get another key for another try. 

Please, please. I've got to know: Who is the secret friend we're trying to 
rescue? From out of the rabbit hole, it’s Alice of Alice in Wonderland. 

How to get through the woods? You’ve got to go through the four seasons in 
this order: Spring, Summer, Fall and Winter. In the first two seasons, go through 
the second door each time. In the third season shoot the tree just to the right of 
the second door and a hidden door will open. Go through into winter. In winter, 
do the same thing and go through to the beginning of winter. Here you should 
shoot into the first tree, and this time a door will open and that will take you into 
the flower gardens, the home of the snake. Oh, all right: the snake’s weak point 
is his head. 
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POWER PLAYERS 
Practice jumping. Not every creature can be defeated, but you can get around 
them. 


SUPER SECRET! 
Break the windows in the Castle. 
Here’s a secret way to Continue your game from the start of the round you 
were in: when the title screen comes on, hold the Up arrow and press the Start 
button. 


POWER ZOOMING 
You can enter directly into one of the later levels of the game for practice 
sessions through this unusual method: 


1. When you see the title screen, press and hold in the select button and 
one of the arrows on the control pad. 

2. Then press start. 

3. Depending on which one of the four directions of arrows you press, you 
will warp to one of the zones of the game: 


Hold Up Arrow and Select, then press start to go to the Castle. 

Hold Right Arrow and Select, then press start to go to the Ocean. 
Hold Down Arrow and Select, then press start to go to the Pirate Ship. 
Hold Left Arrow and Select, then press start to go to the Woods. 


It may take you a while to get the hang of this zooming technique; if you get 
sent to the wrong world, you’ll need to press the Reset button on the control 
deck to get back to the title screen. 


Othello® 


Age: 8 to Adult 
Difficulty: Apprentice-Hot Dog 


Take a little bit of the West and a little bit of the East. Throw in a little bit of the 
Nintendo computer and a little bit of your own decisionmaking. 

What you’ ve got is “Othello,” a classic board game translated into an electronic 
version here. This is a fine game for adults and older Nintendo players; a painless 
introduction to the strategizing skills needed for checkers and chess. 
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The rules of the game are deceptively simple. One player plays black and the 
other plays white. The goal is to control as many of the 64 squares on the board 
with disks of your color. On each move, you will attempt to trap one or more of 
your opponent’s disk between two of your own; when you do this, the trapped disks 
will change to your color. 

But, as they say on the cover, this game takes “A minute to learn . . . A lifetime 
to master.” Nothing will remain unchanged; your opponent can turn around and 
trap a whole line of your disks late in the game and snatch victory from the jaws 
of defeat at the last minute. 

The origins of the game go back at least as far as the 1800s in England, where 
it was called “Reversi.” More recently, it was adopted and adapted in Japan and 
named Othello, after the dark, brooding protagonist of one of Shakespeare’s most 
famous plays. 

In the Nintendo system version, you can play against the computer or you can 
play against a friend. We hope you'll still be friends once the last disk is flipped. 


MANUFACTURER:  Acclaim/(516) 624-9300 
NUMBER OF PLAYERS: 1 or2 


32 Top Hits 203 


CONTROL PAD 

Arrows. The arrows are used to position a “hand” on the screen at the place 
where you’d like to leave one of your disks. It will take a little bit of practice 
to get just the right feel for how to move the hand just where you want it. Try 
tapping the arrow keys rather than holding them down. 

“A” BUTTON. Used to place the disk where your “hand” is positioned. Also 
used to pass a move when you have no legal move to make. 

“B” BUTTON. To cancel a move. 


NUMBER OF LEVELS 
In the version of the game where you play against the computer, you may select 
from four levels of play, as follows: 


Level 1. The easiest level, the computer will make its decisions quickly. You 
will be allowed to change your mind and cancel moves as many times as you 
would like. 

Level 2. The computer will be allowed a little longer to ponder its moves. You 
will be allowed to change your mind and cancel moves only three times in a 
game. 

Level 3. The computer will devote its full attention to trying to find a way to 
beat you. You will be allowed to change your mind and cancel moves only 
three times in a game. 

Level 4. The toughest level. The computer will give you no breaks at all, and 
you will not be allowed to cancel or take back a move. The only time limit 
options available in this level are 20 or 40-minute games. 


TIMING 
You can choose to play the game witha ticking clock to adda bit of time pressure 
to the excitement. The first player to use up all of his or her time will lose if the 
game has not been completed. 

You'll see a clock below your name on the game board; the white minute 
hand shows how mich time each player has used up. The red second hand will 
move while it is your turn. If you have not made a move in one minute, you'll 
see a message on the screen telling you the total amount of time you have used 
in the game thus far, as well as the time limit chosen for this game. 

The time limit you choose—20, 30 or 40 minutes—represents the total 
amount of time each player can take for all of his moves. (Therefore, a game 
with a 30-minute limit could last as long as one hour.) 

The toughest way to play the game is with no time limit at all—the computer 
will take every possible second to think through ways to beat you. The second 
most difficult way for you to beat the computer or another opponent would be 
the 20-minute game, which places a great deal of emphasis on quick decision- 
making. 
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FINISHING THE GAME 
There are four ways the game ends: 


1. When all 64 spots on the board are covered with disks. The player 
with the most disks in his color will win. 

2. When neither opponent can make a legal move. Again, the player 
with the most disks in his color will win. 

3. When the board is all one color. You know who wins this one, right? 

4. When one player’s time runs out. The player who uses up the time on 
the clock loses, no matter what the disk count is. 


SUPER SECRET 

There is a hidden Game within the Game that you won’t find out about in the 
manual! It’s called the Secret Slot Mode and it adds a totally random ending 
to your totally logical game. When you complete your standard 2-player game, 
the screen will clear and be replaced by a slot machine. The results of the roll 
of the wheels will add to or subtract from the number of disks you have placed 
on the board. You can win the game but lose the slot machine spin, or the other 
way around. 

To play the game, you have to choose it as your mode. Press Start to come 
up with the Mode Screen. Now before you do anything else, hold down the 
Select button and then press the “A” or “B” buttons. The mode will become 
Slot. 


POWER PLAYER HINTS 

Don’t be short-sighted. Don’t concentrate on large early wins, since they can 
easily be turned against you later. Try to find ways to position your disks at the 
outside edges and corners of the board for late moves that will allow dramatic 
moves when it is too late for your opponent to overturn them. 

It is generally a good strategy to try to capture one solid corner of the board 
at a time. 

The least secure position are the rows and columns one in from the edges. 


Platoon™ 
Age: 8 to Adult 
Difficulty: Hot Dog-Master of the Game 


Phew! This game is almost as intense as the war upon which it is based. Which 
war? Vietnam. We know that; anyone who saw the movie upon which this game 
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is based would know that; anyone old enough to remember the war would 
recognize the setting, too. We tell you this because we couldn’t find the word 
“Vietnam” anywhere in the game, the box or the instruction manual. 

In any case, this is one of the most gritty and realistic war games we’ve yet seen 
for the Nintendo game series. You’ ve got to slog your way through a thick jungle 
that is crawling with soldiers (in the real war, they were the Viet Cong, who were 
guerrilla fighters, and the North Vietnamese Army, who were regular army troops); 
you’ve got to go down into the treacherous tunnels beneath the native villages; 
you’ ve got to spend a terrifying night under fire in a foxhole and finally you’ ve got 
to deal with what appears to be a traitor in your midst. 

There are guerrillas in the trees, snipers in the bushes and soldiers everywhere. 
You’ ve got to watch for booby traps everywhere—the “trip wire” land mines in 
the opening jungle scenes are particularly difficult when you’re under fire. You’ ve 
even got to watch out for your own military as they drop napalm (a particularly 
nasty weapon used in that war, it was basically a flaming ball of jelly-like gasoline). 
And, it is almost impossible to tell a friendly native from a guerrilla. 

This is nota game for the gun shy. The violence is swift and brutal. It also carries 
an unusually detailed and believable story line. It also includes a very well 
produced instruction manual. 

Each of the four scenes in the movie . . . oops, we mean the game ~. . are different 
enough to keep the game interesting. The music is appropriately dark and creepy. 
And the use of the joystick and buttons change from area to area and weapon to 
weapon. 


MANUFACTURER: — Sunsoft/(312) 350-8800 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
See the description under each of the stages, since the pad will act differently 
in each scene. 


NUMBER OF STAGES 
There are four scenes in the game: 


Stage 1: Jungle and Village. Here you lead your platoon into the dense jungle 
and then toa village in a clearing. In the jungle, you’ll need to find Explosives 
and a Bridge to blow up with them; in the village, you'll search the huts for 
items including a Torch and a Map. Finally, you'll need to locate the Trap 
Door to the tunnels. 

There are enemies mixed in among the villagers. 
Arrows 
Up: Jump, Walk up, Enter hut, Examine object 
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Down: Duck, Walk down, Leave hut 
Left, Right: Walks left or right. 

“A” BUTTON: Throws grenade. 

“B” BUTTON: Shoots M-16 rifle. 

Stage 2: The Tunnels. You venture alone through the dangerous tunnels. There 
are only enemies here. You’re looking for Flares and a Compass. 
Arrows 

Up: Walk forward, Move Crosshair target sight up. 

Down: Move Crosshair target sight down. 

Left, Right: Turn left or right, Move Crosshair sight left or right. 
“A” BUTTON: Not used. 
“B” BUTTON: Shoot, Examine object. 

Stage 3: The Bunker. You’re out of the tunnels, but you’re pinned down ina 
foxhole with enemies all around. It’s the middle of the night and your 
goal—it’s not going to be easy—is to make it through the night until morning. 
Arrows 

Move Crosshair sight up, down, left or right. 
“A” BUTTON: Not used. 
“B” BUTTON: Shoots. 

Stage 4: The 3-D Jungle. One of your own officers has betrayed the platoon 
leader. You’ ve got to resolve the situation before the incoming napalm strike 
arrives. 

Arrows 
Up, Down: Moves the screen up or down. 
Left, Right: Moves left or right. 

“A” BUTTON: Not used. 

“B” BUTTON: Shoots. 


NUMBER OF LIVES: The rules change from stage to stage. 


Stage 1: You have five platoon members with you; when all are dead, the game 
is over. A member of the platoon dies after he is hit four times. There is a Hit 
Register on the status display at the bottom of the screen. If aplatoon member 
runs into one of the booby traps, he will be instantly killed. There is also a 
Morale register: If you shoot six Innocent Villagers, the game will be over. 

Youcan restore Hit and Morale registers by picking up Medical Supplies 
that may be dropped by some of the enemy soldiers. 

Stages 2 and 3: While in the tunnels or the bunker, you have two lives. Each 
platoon member will die after receiving four hits. 

Look for Medical Supplies and Ammo to restore your supplies. 

Stage 4: You have two lives. If you are shot, or touch barbed wire or a mine, 

you will receive one hit; you will lose one platoon member for each five hits. 
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SCORING POINTS 
Stage 1: 
Enemy soldier. 300 points 
Medical supplies. 300 points 
Map or Torch. 1,000 points 
Completing a stage. 1,000 points 
Bonus. 10,000 points for each member of the platoon left alive at the end of 
the stage. 
Stage 2: 
Enemy. 300 points 
Find useful object. 500 points 
Completing a stage. 30,000 points 
Stage 3: 
Enemy. 300 points 
Completing a stage. 50,000 points 
Stage 4: 
Enemy. 5,000 points 
Direct hit on Barnes’ Bunker. 5,000 points 


DANGERS 
They’re everywhere. The guerrillas who drop from the trees in Stage 1 are 
tough; so are the swimming fighters who surface in Stage 2 with knives in their 
teeth. 


SUPER SECRET! 
In the Jungle, the enemies never cross their own trip wires, which is good to 
know. You are, however, pretty vulnerable when you jump over them. Here’s 
a tip: Shoot 2 times quickly before you jump over the wire. 
In the Tunnel, you’ve got to find two flares, but they are not always in the 
same spot they were the last time you plated. 


| ALWAYS WANTED TO KNOW 

How in the world do I get started in this game? I keep getting killed in the 
opening stage; there has to be more. Just like the manual says: You’ve got to 
find the explosives and get them to the left side of your original starting point, 
where there is a bridge. Oh, all right: the explosives are down and to the right. 
Backtrack from the explosives to where you can make your first right hand turn 
and go down and to the left to the second opening. Finally, go up and you will 
be to the left of the starting point. 


POWER PLAYER HINTS 
You should map out the various stages of the game, especially the first Jungle 
scenes. The most difficult game maps are areas one, two and four. 
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Take advantage of the offer for the Sunsoft Game Time News. You'll find a 
card for a free subscription; you’ll find valuable hints and maps for this game 
and other Sunsoft titles including Uncle Fester’s Quest and Blaster Master. 

This game benefits from the use of a turbo-power joystick, which converts 
your M-16 into a machine gun. 

When you’re in the foxhole, be careful not to give too many hints about where 
you are; the flashes from your gun and your flares can be. seen by the enemy, 


Es 
Rambo® 


Age: 6 to Adult 
Difficulty: Novice-Hot Dog 


LIFE ABER & a > = mpy 


1992 goaa Lo 20 ac ag da 


Hey! Outta my way. I’m Rambo. I gotta rescue my POW buddies. Look out or I’Il 
kill you. 

This game is just slightly more complicated than the plot of your basic Rambo 
movie, which is to say that it has a bit of a plot. And the Rambo character in the 
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game speaks in whole sentences, which is more than Sylvester has ever been 
accused of uttering. 

This is at heart your basic jungle/guerrilla warfare setting. You’ve got your 
creepy jungles. You’ ve got your dark caverns. And you’ve got your muddy waters, 
filled with snakes and other nasties. There are buildings with locked doors you 
should try to enter, and piles of bricks that should be broken to see if they hide 
anything interesting. 

If you are a fan of the Rambo movies (and millions are) this is an interesting 
translation to the Nintendo system screen. 


MANUFACTURER: = Acclaim/(516) 624-9300 
NUMBER OF PLAYERS: 1 


CONTROL PAD 

Arrows. Up arrow goes North or South when you are standing on one of the 
Transfer Points. Can also be used to board a helicopter. Also used to Talk 
to someone you meet, or to Enter a Closed Door. 
Down arrow makes Rambo duck. 
Right/Left arrows move Rambo East or West. 

“A” BUTTON. In the Action Screen, makes Rambo Jump. In the Conversation 
Screen, continues the conversation. 

“B” BUTTON. Uses weapons. 

Select. Selects a weapon in the Action Screen. Your chosen weapon is displayed 
in a box at the top of the screen. 


ACTION SCREEN 
This is the main screen, where you'll do your exploring and fighting. At the top 
of the screen, you’ll see nine different indicators. From left to right, they are 


LIFE (Life Energy). You begin the game with 100 units. You will lose units 
as you lose battles or just become tired. You can restore some or all of your 
life energy by resting from time to time, by taking medicine you find along 
the way and by defeating certain of the tougher enemies. Take medicine by 
using the Select button to highlight the medicine bottle and then press the 
“B” button. 

EXP (Combat Experience). Each time you are victorious over certain enemies, 
you will gain experience points. At various levels of combat experience, your 
Strength Level will be raised. 

L (Strength Level). The number following the “L” is Rambo’s strength level. 
The higher the level, the better your weapons work. The highest level is 7. 
The Status Screen includes a listing of how many experience points you will 
need to get to the next Strength Level. 
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CONVERSATION SCREEN 
Rambo needs to speak with several people during his mission. You'll need 
instructions from Colonel Trautman, assistance from Murdock and advice from 
Co, Rambo’s trusted guide. 
To talk to someone, go to them and press the Up arrow. To move through 
screens of conversation, press the “A” button. To point to answers to question 
in conversations, use the Up and Down arrows and then press the “A” button. 


STATUS SCREEN 
The Status Screen is accessed from the Conversation screen by pushing the 
Start button. It will tell you the elapsed time, the items Rambo is carrying, how 
much Life Energy you have and a reading of the number of Experience Points 
needed to reach the next Strength Level. 


SCORING POINTS 
When you defeat most enemies, you’ll see a reward released. The reward may 
be a new weapon, medicine or experience points. Other special Power-ups 
include 


Hearts. Restores you Life Energy. 
J. Allows you to jump higher for a short period of time. 
S. Give you more speed when running for a short period of time. 


SECRET WEAPONS 
Rambo’s basic weapon is a Combat Knife, which he is never shy about using. 
Other weapons include 


Bow and Arrow. A good weapon against flying enemies, arrows have a longer 
range than throwing knives. 

Exploding Arrow. Twice as powerful as ordinary arrows. 

Hand Grenade. A valuable close-in weapon for enemies out of the line of fire. 

Machine Gun. Of course you want one. 

Medicine Bottle. Worth 100 points of Life Energy. 

Throwing Knife. A sharp weapon for close-in fighting. 


ENEMIES 
Soldiers: 
Commandos. Armed with grenades or guns. 
Enemy Soldiers. They come in red, green and blue colors. 
Enemy Officers. They carry guns. 
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Wild Beasts: 

Cobra. The good news is that they don’t bite; the bad news is that they spit 
fireballs, instead. Why would you want to get close to one of these? They are 
vulnerable in the mouth. 

Firecat. A spitfire. 

Panther. King of this particular jungle. 


Unearthly Creatures: 

Skulls and Skeletons. We’re afraid of these ghosts. 
Super Enemies: 

Bike Rider. Not much you can do but stay out of his way. 

Giant Spider. It moves quickly and spits fireballs; it will take a number of hits 
to get past it. 

Helicopter. A Mil 21 flying fortress. 

Lt. Col. Padovsky. He tortures enemies and his pursuers. 

Robot. It will attack on the diagonal. 

Sgt. Yushin. A sneak Russian officer. 


POWER PLAYER HINTS 

The whole key to moving around in this game is to use the Transfer Points, an 
element that is not very well explained in the manual. We can imagine a lot of 
players cannot figure out how to move from the very first scene; we know we 
couldn’t until we went back and studied the instructions. Look for the little N 
or S indicators at ground level; stand on one and press the Up arrow to move 
from one location to another. Just tap the arrow; holding it down could result 
in you moving to another area and then right back to where you were. 

Make a simple map of the areas so you can see how to get from one place to 
another. 

Explore, explore and explore. There are supplies and clues hidden almost 
everywhere. 

In this game, it usually does not pay to avoid a fight. Skipping a battle could 
mean that you will not get needed weapons, experience points or life energy. 


USING PASSWORDS 
You can obtain the Mission Code from the Status Screen, allowing you to 
re-enter the game at that point at a later time. If Rambo is killed and you have 
not recently checked your code, just select the Continue option and go back 
into the game and immediately press the Start button to go to the Status Screen. 
The 32-character (!) password includes uppercase and lowercase letters. Be 
careful also to record the number 0 and the capital letter O differently. 
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POWER ZOOMING 
It won’t teach you a bit about how to win the game, but if you want to experience 
what it is like to finish the game, enter the following password carefully. Note 
that the third character in the third group is a zero and not a capital letter O. 


yDaB pc71 jQOA uT3D 
nfWW 3UKT Yv4g GSWH 
A: f 
Renegade ™ 
Age: 6to 16 


Difficulty: Hot Dog 


It’s a jungleout there! No, not in Southeast Asia in some mythical Oriental King-Fu 
kick and punch epic. No, we’re talking about right here in an American big city. 
Down in the subway, out at the docks or up some dark alley. 

You're the Renegade and you’ ve got only your fists and feet to defend yourself 
against ruffians with clubs, chains, blades and pocket books. Okay, let’s call it a 
Big City Kick and Punch Epic. 
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MANUFACTURER:  Taito/(604) 984-3040 
NUMBER OF PLAYERS: 1 or 2 


CONTROL PAD 
Arrows. Move the player up, down, left or right on the screen. In the motorcycle 
fight, Up lifts the body up; Down leans the body down and slows the bike. 
Right speeds up the bike, while Left makes the player kick. 
“A” BUTTON. When you are facing Left, this button kicks behind you to the 
right. 
When you are facing Right, this button punches to the right. 
“B” BUTTON. When you are facing Left, this button will punch to the left. 
When you are facing Right, this button this button kicks behind you to the 
left. 
“A” and “B” BUTTONS. Pushed together, they make you jumpkick in the 
direction you are facing. 


NUMBER OF LEVELS 
There are three levels of play, rated beginning, intermediate and advanced. 


NUMBER OF STAGES 
There are four stages, repeated in each level of the game: 


Stage 1. A deserted subway station, under the control of a trio of very nasty 
street punks. Clear the platform and the train door will open; guess what kind 
of nice folk are waiting for you there? 

Stage 2. Down at the wharf, for some reason you feel compelled to take on the 
outlaw bikers. 

Stage 3. Female trouble: You’ve got to defeat killer Kung-Fu women inanalley. 
Atleast that’s the way it is described in the manual; on the screen these look 
more like little old ladies who bash you over the head with their purses. 
Doesn’t matter; they’re still mean. 

Stage 4. You’re the cheese in a maze patrolled by ugly hoodlums. 


NUMBER OF LIVES 
1 to start. A life is lost when the Power Meter on the screen reaches zero because 
of hits you’ve taken. There are also a few ways to die all of a sudden, like falling 
off of the subway platform. 


TIMING: Each stage is timed. 


SPECIAL PUNCHES 
Running Punch. Use the “A” or “B” buttons while moving. 
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Running Kick. Use the “A” and “B” buttons while moving. 

Sit-on Punch. Knock down one of your attackers and immediately go to him, 
stand over him and press the Down arrow. 

Shoulder Throw. If you are locked in very close combat with an attacker and 
have him by the collar, quickly push the arrow in the direction opposite to 
the one you’re facing to execute a Shoulder Throw. 


SECRET WEAPONS 
There are special Power-Ups hidden throughout the game, and they may present 
the only way you can get past the nasties. Here are some of them: 


Hamburger. A guy’s gotta eat, right? In this grungy city, the burgers are hidden 
in the walls. Kick them when you can to reveal them and restore you power 
level to full. 

To get something to eat, we suggest using the Running Kick when the last 
two numbers of the timer are: 
Stage 1:17 
Stage 2: 43 
Stage 3: 59 

Heart. Grab one to summon a buddy to help you out. One way to summon a 
Heart is to use a Sit-on Punch on your third victim; time the punch for when 
the last number of the timer is even. 

Power-Up. Grab one of these floating Ps and you’ll supercharge your kick for 
a while. One way to get one is to Jumpkick when the last two numbers of the 
timer read: 

Stage 1: 32 
Stage 2: 25 
Stage 3: 11 

Speed. Just the ticket for the motorcycle battle. Grab one and you’! be able to 

turbo-smash your opponent's bike. 


| ALWAYS WANTED TO KNOW 

The manual includes advice on how to start my game in Stages 2 and 3, but the 
instructions don’ tseemto work. We can’t blame you. The words thatare missing 
from the instructions are these: “From the opening title screen, before you press 
the Start button, do the following and then press Start.” 

Got that? Okay, to startin Stage 2, hold down the Left arrow key on Controller 
2 and then press the following arrow directions on Controller 1: Down, Up, 
Right, Up, Left and Up. When that’s done, press Start. 

To start in Stage 3, hold down the Down arrow key on Controller 2 and then 
press the following arrows on Controller 1: Up, Down, Left, Down, Right and 
Down, and then Start. 
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DANGER 
Try to avoid getting sandwiched in between two attackers. One of them may 
hold you for the other. 


POWER PLAYER HINTS 
Go for the Sit-on Punch anytime you can. It is one way to summon special 


items. 


Star Voyager™ 


Age: 8 to Adult 
Difficulty: Hot Dog 


Far, far in the future and a long time ago, “Star Voyager” was born. It was unusual 
when it was first released and it still is: a cross between a shoot-em-up in space 
and a simulation of a sophisticated interstellar spacecraft. 

The story is this: an entire civilization has been forced to abandon its planet and 
take to the CosmoStation Noah after its red sun has begun to die. While searching 
for anew home, the CosmoStation is suddenly surrounded in Spiral Galaxy IX and 
taken captive by a flotilla of astral terrorists, the nasty Molok WarDrivers. 

You are the pilot of the RH119 attack vessel, the only defense available for the 
CosmoStation. It is equipped with laser cannons, barrier shields and Adam, a highly 
capable bio-computer. 


MANUFACTURER: = Acclaim/(516) 624-9300 
NUMBER OF PLAYERS: 1 


CONTROL PAD 

Arrows. Steer the ship Up, Down, Left or Right on the screen. 

“A” BUTTON. Fires the Laser Cannon. While in the Information Screen, 
pushing this button engages Barrier Shields. 

“B” BUTTON. Accelerates the ship. Hold the button down until you are at the 
speed you want. Let go of the button to maintain speed. Tap the button to 
Decelerate. 

Select. Goes to the Information Screen. 


NUMBER OF WORLDS 
There are eight alien galaxies to clear, with nine Molok squadrons. 
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NUMBER OF LIVES 
You can lose your game by using up all of your energy, by falling into a black 
hole, by sustaining fatal damage from enemy attack or asteroids, when your 
CosmoStation home base or your personal life support system is destroyed. 


ENEMIES 
Spiral Galaxy IX has more than its share of bad guys and natural hazards. They 
include 


Asteroid Belts. Put on your Barrier Shield and steer carefully. 

Black Holes. Helllloooo in there! There’s no way out. 

Enemy Ships and Enemy Mother Ship. Shoot first, take pictures later. The 
mothership is big and dangerous and you’ll need to land five direct hits to 
destroy it. 

Space Streams. Astral currents that will throw you off course. 


SECRET WEAPONS 
Your RH119 is not defenseless, of course. In fact, it has some of the most 
powerful tools and weapons available. And you will be able to take advantage 
of some of the unusual features of the Spiral Galaxy IX. 


Base Station. Dock with the station for repairs and refueling. 

Laser Cannons. A powerful blaster, it shoots in the direction of the gunsight 
on screen, 

Monolith. Land on one to pick up the HyperDrive engine. Using one will let 
your warp anywhere without worrying about fuel supplies. 

Planets. Land on one to explore for special items, including a StarBomb that 
can clear an entire flotilla from the screen and a SuperLaser that can destroy 
the MotherShip with a single hit. 


MAIN SCREEN 
The display includes a great deal of information including 


Approach Signal. Indicates approach of another ship or a planet or star. 

Energy Scanner. Lets you know how many fuel crystals are available. 

Gyro Compass. Shows your current location or Warp destination. 

Life Support System. Each dot represents one capsule of energy. 

Radar. Warns of imminent enemy attack. 

Speed Meter. As you push the “B” button, more stripes will appear on the 
meter. When they reach the Red Zone, you will begin Warping. 

Warp Meter. Each dot equals one warp sector of the map. 

Warp Distance. This is an indicator of the length of the chosen Warp. 
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INFORMATION SCREEN 
When you switch to this screen, using the Select button, you will be able to plan 
your attacks, engage defensive shields and check for damage. 

To plan your attack, use the arrow keys to move the flashing yellow Map 
Guide along the course you are selecting. Be sure to avoid Black Holes and 
Asteroid Belts. 

To turn on Barrier Shields, press the “A” button while in the Information 
Screen. When you return to the Main Screen, the skies will be green until the 
Barrier Shields are too weak to be effective. 

To repair damage to Defense Barrier, Laser Cannon or Life Support 
System return to the CosmoStation home base and dock. 

To repair Radar, go to either the CosmoStation or the nearest base. 

To Refuel, go to the nearest base. 


| ALWAYS WANTED TO KNOW 
How do engage warp drive? First select your course in the Information Screen. 
Return to the Main Screen. Then hold down the “B” button until the number of 
dots on the Speed Meter is one away from the top. Release the button, and now 
watch the Warp Meter carefully. When the number of dots in the Warp Meter 
is the same as the number on the Warp Distance gauge, hold down the “B” 
button again. 

You're still holding down the “B” button, right? The screen will turn blue as 
you warp. When the number on the Warp Distance gauge reaches zero, release 
the button and you will have completed your warp. 

But how come I end up off course? Oh yes, we forgot to tell you: use the arrow 
keys to keep the Gyro Compass coordinates steady while you warp so that you 
don’t stray off course. 


POWER PLAYER HINTS 
Check the Information Screen regularly to keep track of the location of enemy 
squadrons. 
Keep the Gyro Compass centered on the proper coordinates when you are 
Warping; otherwise you may end up off course. 


POWER ZOOMING 


There is an infinite Continue option in your infinite quest. 
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Strider™ 


Age: 6 to Adult 
Difficulty: Hot Dog-Master of the Game 


A SAIS 


See 


They got the name all wrong. Strider? He struts. He swaggers. He kicks butt. This 
guy does not stride. 

This is a stroll through a world of bad guys, with a similar feel to Double Dragon 
with a touch of Bionic Commando. Our hero goes through his life kicking and 
punching and occasionally throwing a chain-like extension from his arm to zip up 
the sides of buildings. 

There is a story line if these things are important to you: There’s one on the back 
of the box that tells about an assignment to drop into the heart of Russia to infiltrate 
the Red Army and return its secrets to your superiors in order to save the free world 
from falling under Russian control. Okay, we can build a video game around that. 

Then there’s the story in the instruction manual. This one makes almost no sense 
at all. We suspect it has, shall we say, lost a bit in the translation? The manual talks 
about Hiryu, a member of the Striders, a “secret maneuvers group” that specializes 
in smuggling, kidnapping, demolitions and disruption, Hiryu, we’re told, is forced 
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to come out of retirement to either rescue or kill (we’re not sure which) his friend 
Kain, who is being held captive by the enemy. 

Look—it doesn’t really matter. Strider is an entertaining game of its sort. We'll 
try to help you make sense of the manual here. 

The game has one interesting feature: although our hero has the ability to use a 
number of unusual “Power Tricks,” including boosts to his skills and recovery from 
injuries, every time he uses one of the tricks he must pay for it in the loss of a bit 
of energy. This adds a bit of strategy to this arcade game. 


MANUFACTURER: Capcom/(408) 727-1665. 
NUMBER OF PLAYERS: 1 
CONTROL PAD 


Arrows. The left or right arrow will move Hiryu left or right; this will work 
when he is falling or jumping, too. 

When the up arrow is pushed, Hiryu will put his Cipher into the air, useful 
for fighting off overhead enemies. Once Hiryu has picked up the ability to 
launch Plasma Arrows, you can send them by holding the up controller for 
3-5 seconds and then pressing the “B” button. 

The down arrow makes Hiryu crouch, helping him avoid flying enemies 
or bullets. Later in the game, Hiryu will be able to Slide under enemies or 
obstacles. To slide, hold the down arrow along with the left or right arrow 
and press the “A” button as if you were going to jump. 


“A” BUTTON. Makes Hiryu jump. 
“B” BUTTON. Makes Hiryu hit. 
Select. Calls the Status Screen and is used to select Tricks. 


QUICK START 
The start of the game includes a whole bunch of back-and-forth jabbering 
between Hiryu and his commander. To skip over the messages, select Password 
instead of Game Start and hit the “A” button 12 times! 

You start the game at the Blue Dragon Console. At this location, you can 
Transfer to various locations around the world. You can Analyze the contents 
of the secret “message disks” you will pick up along the way to see if there is 
any useful intelligence there for you. And, you can request information on the 
current Password. 


NUMBER OF WORLDS 
You'll pass into and out of many of the areas of this game in your quest. The 
places you'll visit are Kazakh (a region of Russia), Egypt, China, Africa, 
Australia, Japan and Los Angeles. The final stage is the home of the Red 
Dragon. 
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NUMBER OF LIVES: 1 


TIMING 
This game is arace against the depletion of Hiryu’s energy. Thereare two energy 
counters in the top left comer of the screen. 

The first shows how many more points of damage Hiryu can take; when the 
number reaches zero, Hiryu is defeated and the game is over. There are a number 
of ways to restore our Hiryu’s energy. Look for Energy Capsules, which look 
like vitamin pills. They come in two sizes: a small Energy Pellet with a bit of 
power, and the larger Energy Ball with more punch. 

The second counter shows how much Attack Energy Hiryu has. If there is 
not enough energy here, Hiryu will not be able to use one of his special tricks. 
You can restore attack energy by grabbing one of the Weapon Energy Pellets, 
a small can-like object, or a larger and more powerful Weapon Energy Ball. 


THE KEY TO SUCCESS 
You'll pick up keys as you travel along; you’ ll need them to open locked doors, 
naturally. In this game, you need to match the number on the key to the number 
you’ ll find on the door. Hint: the first and fourth keys are at the Blue Dragon 
base, but it might take a few trips before they appear. 


SECRET WEAPONS 
Look to pick up special boots: 


Aqua Boots. Blue, they let you walk on water. 
Attack Boots. Yellow, they let you kick and kill the enemy by sliding. 
Magnet Boots. Red, they let you climb in places where the ground is flashing. 


ENEMIES 


Among the enemies in Strider are 


Badger 
Dragon Friend 
Flash Blade 
Kodiak 


| ALWAYS WANTED TO KNOW 
In Egypt I come to a wall that I cannot climb, no matter what I do. Help? Sorry, 
you cannot climb it. Instead, you’ve got to perform the Triangular Jump. It’s 
kind of an off-the-wall maneuver (sorry, we couldn’t resist that) that has you 
bounce from one side of the wall to the other heading upward all the time. Make 
it up to the top and you’re on your way to the Aqua Boots and the second key. 
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SUPER JUMPS 

There are two ways to magnify Hiryu’s ability to jump: 

Triangle jump. Hiryu can play human racquetball and bounce off the walls 
higher and higher. Why, we bet Hiryu could even climb up the inside of a 
chimney in this way. 

Acceleration jump. Like anyone else, Hiryu will run faster when he goes down 
a hill. And if he were to jump while running down hill . . . 


POWER TRICKS 
As you move through the game, you will pick up a number of special tricks. 
They will be listed on your Status Screen. Press the Select button to read your 
list. Use the Arrows on the control pad to pick out the trick you want, and then 
press the “A” button to use it. 

There are two types of tricks you will have access to: weapons and strategies. 
To use a weapon, you have to retrieve it, as shown above. (Select, then Arrow 
key to the trick you want, then “A” button.) Once you’ve done that, you can 
fire the weapon when you're back in the game by pressing the “B” button. The 
Strategy tricks are used as soon as you pick them from the list on the Status 
Screen. 

In the list that follows, the number in [brackets] shows the number of energy 
points it will cost you to use the trick. 

Weapon Tricks: 

Fire. [5] Lets you shoot a fire bullet. 

Ground. [30] Attacks all of the enemies on the screen. 
Spark. [5] Rolls an electric ball at an attacker. 

Spark Ball. [15] Throws an electric ball. 


Health Tricks: 


Jump. [10] Improves your ability to jump for a short time. 
Medical. [10] Recovers 20 Health Points. 

Medical 2. [25] Recovers 50 Health Points. 

Medical 3. [50] Recovers 150 Health Points. 

Warp. [30] Returns you to Blue Dragon base. 


POWER PLAYER HINTS 
You don’t always have to fight, you know. You can jump over many of your 
attackers, especially at the beginning of the game, and continue on. In fact, some 
of these same attackers will jump over you if you go right at them. 
Go back to the Blue Dragon base before you travel to China or Australia; 
you'll need keys. 
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POWER ZOOMING 
When Hiryu is defeated, you will automatically continue the game with the 
items he acquired in the previous game. 
If you go to the Status Screen before you reset the game or turn it off, you 
can select the Password option, which will display the code for your current 
position in the game. Write it down—you can enter the code another day to 


zoom right to that point. 


Superman™ 


Age: 5 to 16 
Difficulty: Apprentice-Hot Dog 


Great Caesar’s Ghost! We’ve got Clark Kent, Perry White, Lois Lane, Jimmy 
Olsen, Lex Luthor and a talking Statue of Liberty. Now wait a minute! We believe 
in Superman and all that, but a talking statue? 

Well, anyhow, Seika’s Superman game is a well-presented romp through 
Metropolis, starring the Man of Steel and his wimpy alter ego Clark Kent. The 
statue calls on our hero to go forth and “fight for truth and justice” at the start of 
the game, and that’s just what he does. 

Clark Kent, mild-mannered reporter for the Daily Planet, ducks into a nearby 
phone booth, does a quick change into blue tights and red underwear, and zooms 
off into the sky. He’s got your basic flying, X-ray vision and other super powers. 

The graphics and action are very cartoon-like, which is probably exactly what 
the designers of the game had in mind, harking back to Superman’s origin as a 
comic book. The musical soundtrack is actually one of the more listenable we’ ve 
heard in a Nintendo game, including several light jazz-like themes played as if they 
were on an electric piano. 

The game includes a detailed and well-organized manual, although it has some 
errors, confusing the main menu and sub-menu in a few places. We’ll try to help 
you out here. 


MANUFACTURER: Seika/(213) 373-8127 
NUMBER OF PLAYERS: 1 
CONTROL PAD 
Arrows. Pushing the Left or Right arrow keys will allow Superman to run very 


fast. When you’re reading the map of the city, the arrows will scroll the map 
to one side or the other. 
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Pushing the Up arrow will let Superman or Clark Kent jump. Pressed 
together with the “B” button, will let Superman fly over certain roof tops. 
When Clark Kent ducks into a phone booth, he’ll change into the Man of 
Steel when you push the Down key. Use the same key to go down into the 
Subway or down stairs. 
Other directions include diagonal movements, by pressing between the 
arrow positions. 
“A” BUTTON. Super Hearing. Press “A” when you’re near Lois Lane, or the 
FBI, and you’ll pick up some vital information. 
Fighting. Facing a villain, press “A” to throw a punch. Superman punches 
harder than Clark Kent, natch. 
To Float, press “A” repeatedly after you’ve jumped in the air. 
To Read Building Names, press “A” when you are standing in front of the 
nameplate of a building. 
“B” BUTTON: To use your selected Super Power, press the “B” button. 
Select. Press to see the Map of Metropolis, adjusted to show where you are. 
Start. The main screen changes to the Sub-menu when this button is pushed. 
This screen displays information on the points you have scored, your power 
level, the selected super power and your available powers. 
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THE MAIN SCREEN 
At the top of the main screen (and the Sub-Screen) you'll see a display informing 
you of the status of your hero’s powers. 

The first box on the left tells you about an Extra Benefits you may have 
picked up. These include subway passes; even Superman needs to pay his fare. 

The next box is the Item, and it displays the Icon, or symbol, for the chosen 
Super Power. 

In the top center of the screen are two power meters. The top one registers 
available Super Power. When this reaches zero, the game is over. The bottom 
one shows how much Item Power remains; you must have sufficient energy 
here to use your super stuff. 

The last box, on the right, is a message area for Super Hearing. When you 
see a blinking “Help” message, use your super ears to find the trouble. 


SELECTING A SUPER POWER 

To select a Super Power, press the Select button to call up the Sub-Menu. Use 
the arrow keys to move the arrow next to the power you want to use and then 
press the “B” button. You will only be able to use Super Powers if you have 
enough power in reserve. 

Superman’s Power Level goes down each time he uses a Super Power. To 
restore your energy, grab as many of the Super Power Crystals as you can; 
they show up in many places after battles with enemies. 


SECRET WEAPONS 
Ofcourse, our hero has available to him your basic Superman Super Powers. Is 
there any boy or girl, man or woman who has never wished he or she could not 
use a few of these at some point in their lives, just for a few minutes? Flying, 
heat vision, super hearing, super breath and the all-around favorite, X-ray vision. 


Heat Vision. Superman's looks could kill! This power is particularly effective 
against the Big Bosses. 

Super Breath I. Bad Breath of Super Hero: Blow out fires with this cool breeze. 

Super Breath II. Whoosh! Freezes bad guys solid. 

Super Flying. Up, up and away! When flying is selected, it is available by 
pressing the “B” button. Superman will take off, and the screen will clear to 
be replaced by the Map of Metropolis. Hold down the “A” button to 
highlight the landmarks; let go of it when the White Shield is at the place 
you want to go. Finally, press the Start button, and Superman will return to 
Metropolis and fly to the destination you have selected. 

Super Hearing. You’ll hear someone faintly calling for help. Use the magic 
ear, and then consult your map for directions to the.damsel or man in stress. 
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Super Spin. This makes our head spin! Choose this power, and then look for 
places on the street where the pavement looks different—you’ll see a 
different colored strip just below the surface. Then drill away! 

X-ray Vision. Using the magic eye, Superman can see enemies in hiding. 
Cannot be used inside a building or while the screen is changing. (And, we 
know you want to know: We have been assured that Superman is a gentleman 
at all times and does not use his X-Ray Vision to examine the ladies.) 


THE MAP OF METROPOLIS 
The Map of Metropolis is one of your most valuable tools in completing your 
assignment. It can tell you where you are, and when you use Superman’s flying 
power, it can set the course. 

Call up the map by pushing the Select button. A Red Dot shows your present 
position; a White Dot will indicate the destination you have selected. 

Press the “A” button to see where you are able to fly to. Green Dots show 
places you can fly to now; others are shown with Black Dots. Available 
destinations depend on how far you’ ve gone in the game, and how much energy 
you have. 


NUMBER OF LIVES 
1 life to start, as measured by the Energy Level. You lose energy when you are 
hit by an enemy. Restore your energy level by collecting Power Crystals. Be 
careful not to pick up any Red or Green Kryptonite; they look just like Power 
Crystals, but they take away energy instead of giving it. 


SCORING POINTS 
The game records two types of points, ATP or Attack Points, and DTP or 
Defense Points. ATP points are awarded every time you clear a section of the 
screen, DTP points show how much remaining power you have, after your 
various battles. 


ENEMIES 
The Dragon and his gang; Jay Falk; Fire Beasts; Ghost; Ghost Cat; Lex Luthor 
and his gang; Rascal; Robot Soldiers; Warriors; Zoddo Trio; Zombie. 


GOOD GUYS 
Clark Kent; Lois Lane; Jimmy Olsen; Perry White; Copy Chief; Innocent 
Bystanders. 


HOW TO MOVE FROM PLACE TO PLACE 
Flying is a great way to go. Don’t overlook the subway and underpasses. You 
can also find ways to scoot over the top of dangers, like walking over awnings 
or jumping from rooftop to rooftop. 
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DANGER! 
Beware of Red or Green Kryptonite. This pieces of the planet Krypton, 
birthplace of Superman, will sap your energy. 


POWER PLAYER HINTS 
Strange things are going on in Metro Park, or at least that’s what Lois told us. 
Talk to any good guy you meet; they’ Il offer you clues. 
Jimmy Olsen has subway passes. 


USING PASSWORDS 
To get a password, visit Editor Perry White up in the Daily Planet newsroom 
and ask him for one. Just march right up to him and press the “A” button and 
he’ll tell you one, The passwords in this game are 20 characters long! Write 
them down carefully and hold them for future use. 
You enter a password at the beginning of a game by selecting Continue. 


Tiger-Heli™ 
Age: 6 to Adult 
Difficulty: Hot Dog 


This game is intense. Tiger-Heli is a very well done translation of an arcade hit to 
the home video screen. The graphics are impressive, the sound effects and music 
are engaging and the play action is intense. Did we already say that? 

There’s enough different types of enemies and special weapons scattered about 
to keep this game interesting for a good long time. 

The story line is this: Cantun, a country run by terrorists, is gathering all of its 
forces for an attack on the rest of the world. They’ ve got lots of tanks, fighter planes, 
long-range bombers, all-terrain attack vehicles, ships and aircraft carriers. Deep 
inside their territory, you'll find supply trains and truck convoys, too. 

You are sent in as pilot of Tiger-Heli, a state-of-the-art turbopowered stealth 
jetcopter. It’s got computers, radar scramblers, heat-seeking missiles and bombs. 
It is your job to penetrate deeply into the fortress of Cantun to try and knock out 
their offensive power. 

This is pure arcade stuff. You can and should shoot at anything you see—you’ ll 
even earn points for blowing up stop signs. The scenery scrolls from top to bottom 
without pause; you can maneuver your helicopter to any part of the screen. The 
view you see is from above. 

How can you possibly defeat a whole armed nation with just one super helicop- 
ter? Well, the answer is: You can’t. But there is help available. Spread about 
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throughout enemy territory are members of an underground guerilla group. 
They’ve got special weapons and other support for you, if you can find them. 


MANUFACTURER: Acclaim/(516) 624-9300 
NUMBER OF PLAYERS: 1 or2 


CONTROL PAD 
Arrows. Moves Tiger-Heli up, down, left or right on the screen. 
“A” BUTTON. Releases bombs. 
“B” BUTTON. Fires missiles. 


NUMBER OF WORLDS 
4 before it repeats. The game never really comes to a stop. 


NUMBER OF LIVES 
3 to start with. For every 10 Bonus Blocks you shoot, you earn an extra 
helicopter. The Bonus Blocks are red diamonds inside a box. You will also pick 
up another helicopter when you reach 20,000 points and again for every 80,000 
points after then. 
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SCORING POINTS 

50 Points: Gas Tank, Railroad Gates, Stop Sign, Trailer. 

100 Points: Bonus Block (eam a new helicopter with each 10 destroyed), 
Building, Car/Jeep/Truck, Train, Tent, Aircraft. 

130 Points: Gun battery. 

170 Points: All-Terrain Attack Module, per hit. Destroying module requires 15 
hits, worth 7,000 points. 

190 Points: Gunboat. 

250 Points: Tank. 

1000 Points: Red, Green or Grey Cross. 

3000 Points: Red, Green or Grey Cross, if you have 2 assist helicopters; “B” 
Sign, but only if you have 2 bombs loaded. 

5000 to 20,000 Points: Landing on Heliport, per assist helicopter or bomb. 


SECRET WEAPONS 
You start the game equipped with an unlimited supply of missiles, but with just 
two bombs. You’ll need to replenish your stocks as well as pick up additional 
firepower as you go along. 

Use your bombs sparingly; they are best employed when you can pilot your 
Tiger-Heli into the midst of a bunch of enemies. 

You'll be fed your weapons from the guerilla group that is spread about the 
countryside. They’ll let you know where they are by posting what looks like a 
First Aid cross on the ground. The cross will change colors from Grey to Red 
to Green. Shoot at the cross and it will release supplies: 


Grey Cross. Hidden here is a support helicopter that will fly alongside you and 
fire missiles in a forward direction. Pick up the helicopter by flying toits side. 

Red Cross. Hidden here is a support helicopter that will fly alongside you and 
fire missiles to the side, a very valuable assistant deep in the game when you 
are facing rows of tanks or ships. Pick up the helicopter by flying to its side. 

Tiger-Heli can work with no more than two support helicopters at one time. If 
you already have two companions and you shoot the Grey or Red Cross, 
you will earn points. 

Green Cross. Hidden here is a supply of bombs. Pick up the bombs by flying 
directly through the B block that is released. 

Tiger-Heli can only carry two bombs at one time. If you already have two bombs 
and you shoot the Green Cross anyway, you’ll earn points. 


ENEMIES 
Trains, planes, ships, tanks and automobiles. Just about anything that the 
opposing force can throw at you they will. 
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| ALWAYS WANTED TO KNOW 

There’ s this big red building on the right near the start of the game that I shoot 
at but can't destroy. I want it! Okay, okay. Don’t give up so soon. Get up close 
to it and pour on the ammo; hit is about 25 times and it will explode. You’ll be 
rewarded for your efforts with a 10,000 point bonus. 

What's the top score in this game. We're sorry to have to tell you this, but 
there is no top score. If you make it to the end of the fourth area, the game will 
recycle and your points can go up and up and up... 


SUPER SECRET! 

Here’s a secret way to continue your game, but you’ve got to act quickly. Right 
after your helicopter goes down for the last time, hold down the “A” and “B” 
buttons at the same time. Keep you fingers on the buttons until the game 
resumes. You’ll be given three more lives, and will pick up from the place you 
crashed! 

In some parts of the game Bonus Blocks will appear and then disappear; if 
you can, keep firing at the place where they were, and you may be able to hit 
one when they reappear. 


POWER PLAYER HINTS 

You're going to have to move around a great deal in this game to avoid your 
enemies who will come at you from all directions. We have found, though, that 
the most comfortable position is about two-thirds of the way down the screen 
at the left or right side. This puts you in good position fire at things coming at 
you and protects you adequately from enemies who will sneak up from behind. 
Being on one side or the other cuts down the chances of being caught in a 
side-to-side crossfire. 

You can get rid of some of the tanks and boats by sneaking behind them after 
they have reached a about a quarter of the way up from the bottom of the screen. 


WWF Wrestlemania® 


Age: 6 to Adult 
Difficulty: Novice-Apprentice 


Have you always dreamed of being Hulk Hogan? Or Randy “Macho Man” Savage? 
How about Andre the Giant, Ted “Million $ Man” DiBiase, Bam Bam Bigelow or 
the Honky Tonk Man? Boy are you weird. 

WWF Wrestlemania gives you your chance to climb into the ring as one of these 
strange characters, and fight one or more of the others. 
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We’ve never been convinced that the outcome of a professional wrestling bout 
bears much relation to the slight differences in skill between the contestants. But 
in this computer game, we assume that there is no “fix” on the outcome. 

The instruction manual includes 8 pages of tables of capabilities and special 
moves, as well as profiles of the wrestlers themselves. We learn, for example, that 
Andre the Giant is not just the largest wrestler in the WWF (7°4”, 520 Ibs. and a 
size 22 boot) but is also the largest professional athlete in any sport. 

This game is somewhat unusual in that each of the wrestlers has different moves 
assigned to different buttons and button combinations. Reading, and keeping 
handy, the instruction manual is a must here. Pre-readers will need the assistance 
of an older companion. 


MANUFACTURER:  Acclaim/(516) 624-9300 


NUMBER OF PLAYERS 
1 to 6. Two players can compete head-to-head or in a round-robin tournament 
involving other human or computer opponents. 


CHARACTERS 
Andre the Giant 
Bam Bam Bigelow 
Honky Tonk Man 
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Hulk Hogan 
Randy “Macho Man” Savage 
Ted “Million $ Man” DiBiase 


CONTROL PAD 

Read the manual for the various combinations and variations of moves. See also 

Power Player Hints. 

Arrows. In the Walking Mode, moves your wrestler up, down, left, right or on 
the diagonal in the ring. In the Running Mode, he can run left or right. 

“A” BUTTON. Press an arrow key and the “A” button to start the Running 
Mode. Press the “A” button again to stop running. 

“B” BUTTON. Used for Turnbuckle Moves and other special moves. 

“A” and “B” BUTTONS. Brings on a Bodyslam or a Back Move. 


MOVES 

Walking Mode is the ordinary setting in the ring. 

Running Mode, engaged by pressing the “A” button and an arrow key, sends 
your wrestler back and forth, bouncing off the ropes. While he is in the 
Running Mode, you can call on him to use some of his special moves. 

Turnbuckle Moves, Get into the Running Mode as explained above, and then 
press the “B” button just before you hit the ropes to go flying off the 
turnbuckles at the comers of the rings. Not all wrestlers can do this well. Big 
Andre, for example, doesn’t stoop to such theatrics. 

Bodyslam. If you have an energy advantage, stand next to your fallen opponent 
and press the “A” and “B” buttons together. If you don’t have enough energy, 
or if your wrestler is not good at this particular move, a Back Move will 
result instead. 


PINNING 
To win a match, you need to pin your opponent. First, he has to be on the ground 
with his energy level weakened to zero. Then use the appropriate button 
combination for your wrestler (an Up or Down arrow and either the “A” or “B” 
buttons. 


TYPES OF GAMES 
There are eight different ways to play the game: 


1-Player Standard. In this version, you pick the wrestler you want to control 
as well as your opponent. You’ ll engage in an untimed bout until one wrestler 
is pinned. 

1-Player Tournament. You'll select the wrestler you want to control and then 
will work your way through a three-minute match against all of the others in 
the following order: Million $ Man, Bam Bam, Honky Tonk, Macho Man, 
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~ Andre and the Hulk. If you lose a bout, the game is over; if it ends in a draw, 
you'll have to do it over again. When you beat all five of your opponents, 
you will win the WWF Championship Belt. 

2-Player Standard. You can wrestle head-to-head against another player in an 
untimed bout. In this version, you can even have both players choose the 
same wrestler. (This way you can be sure that Hulk Hogan will lose; of 
course, he’ll also win.) 

2-Player Tournament. This is a whole season in one game. Each player picks 
one wrestler, and you will compete in a 15-match tournament including five 
head-to-head bouts. All contests are three-minute timed sessions; draws must 
berefought. All wrestlers not controlled by one of the players will be directed 
by the computer. (You will be offered the option of watching the computer 
control both wrestlers, or you can skip the bout and go directly to the 
computer-determined result.) 

3, 4, 5 and 6-Player Tournament. The rules are the same as for the 2-player 
tournaments. 


ENERGY LEVELS 
Watch the energy level meters for your wrestler and your opponents. Some 
moves require that you have more energy than your opponent. 

Watch also the color of your wrestler’s skin. When it tums pink and then red, 
it means he is “boiling mad.” When he is red, his moves will have more power, 
and can inflict more damage, than usual. 

You are vulnerable to being pinned, of course, when you run out of energy. 
Each wrestler may have the chance to increase his energy during the bout by 
grabbing his special energizer if it appears in the ring. The energizers are: 


Ted Biase. A dollar sign (what else?) 
Bam Bam Bigelow. A flame. 
Honky Tonk Man. A guitar. 
Macho Man. Sunglasses. 

Andre the Giant. A Big Foot. 

Hulk Hogan. A golden X. 


| ALWAYS WANTED TO KNOW 
Why do they play “Pomp and Circumstances” during one of the bouts? Is that 
someone's idea of a joke? Must be. 


POWER PLAYER HINTS 
When your opponent's energy level is low, you may see his energizer appear. 
If it does, try to get between him and the energizer to prevent him from getting 
it, 
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1943: The Battle of Midway™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


This is pure arcade action, a shoot-em-up between a single well-equipped P-38 
fighter and wave after wave of enemy aircraft and ships. It is quite an impressive 
battle and a pretty well-executed single-minded video game, translated from the 
arcades. 

There’s not much ofa story line: “In 1943, our main fleet began an intense battle 
off the coast of Midway Islands. Help our fleet defeat the enemy.” There are no 
obvious flags and national identities in the game, although the back cover of the 
box does give a hint: “The outcome of history’s most fateful air/sea battle rests in 
your hands! Can you avenge Pearl Harbor?” 

It seems more than a little unusual to us for a Japanese game maker (Capcom), 
producing a game for a Japanese video game system (Nintendo) to glorify one of 
Japan’s great naval defeats. Of course, maybe they’re talking about a different war 
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and a different Midway. Hmmm . . . the real Battle of Midway actually occurred 
in 1942. 

For those of you who are history buffs, here’s a little background: 

Midway Island is actually two tiny islands located 1,300 miles northwest of 
Honolulu in the Pacific Ocean. It was discovered by the United States in 1859 and 
annexed it in 1867. It is still a territory of the United States, controlled by the U.S. 
Navy. 

The Battle of Midway occurred June 4-7, 1942 and was Japan’s first major 
defeat of the war. It crippled Japan’s naval air power and ended Japan’s attempt to 
seize Midway as a base from which to strike Hawaii. 

The Japanese Admiral Yamamoto had a larger fleet. However, unbeknownst to 
Japan, the Americans had cracked Japan’s secret codes, enabling American Admi- 
tal Chester Nimitz to know about Yamamoto’s plans in advance. 

On June 4, 1942, aircraft from the 100-ship Japanese fleet began blasting 
Midway. Nimitz’ task force commanders launched aircraft from the carriers 
Enterprise, Homet and Yorktown. At the end of the two-day battle, Japan had lost 
four carriers and a major part of its air arm. Japanese submarines did succeed in 
sinking the Yorktown. 

The P-38 fighter of the American forces was called “Lightning.” It was a strange 
looking bird, with the single pilot sitting between two straight booms that each held 
a large engine. The fuselage was long, with a protruding nose in front of the pilot, 
but the midsection was clipped sharply behind the pilot. 

The real P-38 had a wingspan of 52 feet, was 37 feet long and weighed about 
20,000 pounds. Its two 1,385-horsepower engines allowed it a maximum speed of 
395 mph with a range of 425 miles. The highest it could fly was 39,000 feet. It was 
armed with one 20mm cannon, four machine guns and about a ton of bombs. 


MANUFACTURER: Capcom/(408) 727-1665 
NUMBER OF PLAYERS: 1 


CONTROL PAD 
Arrows. Move P-38 left, right, forward or backwards. 
“A” BUTTON. Fires weapons. 
“B” BUTTON. Releases the Lightning special weapon. See “Secret Weapons” 
for what happens when you press both buttons at the same time. 


NUMBER OF MISSIONS: 24 


NUMBER OF LIVES 
Only one. A power meter at the bottom right comer of the screen tells you how 
much remaining energy you have. The basic starting point is 64 units; as you 
reach 12 units, you’ll hear a “dah-dah dah-dah dah-dah” warning sound. The 
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only way you’re going to survive after then is to find some energy tanks or other 
energy bonuses before you hit 0. 


TIMING 
You are timed on both your plane’s energy and a time period for use of special 
weapons. Both indicators appear on screen. 


SECRET WEAPONS 
Press the “A” and “B” buttons at the same time to perform a defensive loop 
that will take you up and away from your attackers. But be on guard: they’Il 
still chase you. 


ENEMIES 
Fighter planes, bombers, antiaircraft guns on ships and land. It will take several 
shots to bring down a big bomber. The red fighter planes come in waves; shoot 
down all of the ones you see on a particular screen in order to expose a POW 
for extra energy or special weapons. 


CUSTOM OPTIONS 
You can equip you P-38 with extra weapons or power. At the start of the game, 
your airplane will have one unit each of 


Offensive Power 

Defensive Power 

Energy Level 

Special Weapons 

Special Weapons Time Limit 


You are given three extra units to distribute however you’d like. Move the 
pointer using the arrows on the joystick and press the “B” button for each point 
you wish to add to a particular category. 

Beginners may want to concentrate on more time in the air, and so might 
choose additional energy. Advanced players may choose to add to their special 
weapons. 


POWER-UPS 
One of your priorities in this game has to be to collect extra power and weapons. 
You'll find most of them inside POW markers on the screen. 

When you see red planes (they usually travel in waves) shoot them all. When 
the last red plane on particular screen is destroyed, a POW marker will appear. 
Now bring your plane in front of the POW and continue shooting. The marker 
will change into a special symbol, which you can pick up by flying over. Here 
are the symbols: 
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POW. Extra Energy 

Auto. A machine gun, it shoots eight times with each push of the button. 
Energy tank. Restores some of your energy. 

Shot Gun. A defensive weapon, it destroys enemy bullets. 

Side Fighter. A wingman to help you fight. 

Super Shell. An anti-ship weapon, it has twice as much punch as bullets. 
Three-way Shot. Spreads your shots about. Works at shorter distances, though. 
Yashichi. All the power you could want. 


FRIENDS 
Please don’t ask us where these guys come from in the middle of the Battle of 
Midway, but here are the special bonus characters you will come across: 


Alpha. A spaceman. 

Barrel. 

Cat. 

Cow. Is he jumping over the moon? Doesn’t he know there’s a war going on? 
Flower. 

Star. 

Strawberry. 


| ALWAYS WANTED TO KNOW 
What are the lightning, cyclone and tsunami weapons I read about in the 
manual? Well, lightning is a special weapon that clears all of the enemies from 
the screen. As far as cyclone and tsunami: they don’t exist. This is apparently 
an example of a feature from the Japanese version of the game that did not make 
it into the American version; the manual is simply wrong. 
Okay, what does Yashichi mean? We don’t know what it means, and the game 
counselors at Capcom didn’t either. What it does, though, is refill your energy. 
How do I destroy the large airplane in Mission 3? You have to shoot all four 
engines until all four engines are burning. Stay at the tail end of the plane and 
keep firing, at least 45-50 times. 


POWER PLAYER HINTS 
This game plays much better with a joystick, and even better with a joystick and 
a turbo-fire option. 

Experiment with different startup options for equipping your plane to see 
which ones get you the farthest into the game. 

We have found that the power position for most of the screens is about 
two-thirds of the way down on either the left or right side. You don’t want to 
pull all the way back to the bottom of the screen, especially in later levels, 
because fighters will come from behind you and wipe you out without you 
having a chance to shoot at them. 
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Asin most NES games, a key to winning is to concentrate on picking up extra 
energy so that you can survive longer. 

You’ve got to knock out all of the guns on the ships in order to make it to the 
end of the game. 


USING PASSWORDS 
1943 includes a password feature permitting you to return to a screen once you 
have run out of time. When your plane crashes, mark down the password that 
appears on screen. If you enter it again at the password screen at the beginning 
of the game, you can return to this location. 


POWER ZOOMING 
Passwords are available for levels 2 through 23, skipping the first and last levels. 
Try this password to zoom all the way to screen 23, almost at the end of the 
game: TY19U. And, when you arrive there, you will have a full load of energy 
and weapons. It’s really not fair! So, maybe you’d prefer mission 22: RY690. 


SUPER SECRET! 
Shoot the clouds! There are Power-Ups hidden in some of them. 


«3s 
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Double Dragon™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


This was one of the original arcade kick and punch megahits, and it has translated 
well to the Nintendo system. 

It’s still the same old story, a fight for love and glory. The Double Dragons are 
Billy and Jimmy Lee, twin brothers who learned to fight not in some Japanese 
monastery but instead on the streets of a big city hell. 

Billy’s girlfriend Marian is kidnapped by a vicious street gang called the Black 
Warriors, and Billy sets out to rescue her. He uses the weapons he finds in the street 
and battles his way through the various scenes and levels before he finally faces 
the Shadow Boss. There he finds that the prince of evil is none other than his own 
brother, Jimmy. 

The game includes a special head-to-head competition mode, which you can 
use as a practice session. 

Double Dragons was such a success that it lead to a sequel in the arcades and in 
Nintendo game paks, Double Dragon II: The Revenge, which was released at the 
end of 1989. 


MANUFACTURER:  Tradewest/(214) 874-2683 


NUMBER OF PLAYERS 
1 or 2. You can alternate tums against the computer, or you can engage in 
head-to-head combat. 


CONTROL PAD 
Arrows. Move your player left, right, up or down on the screen. Press the left 
or right button twice quickly to execute a Head Butt. 
“A” BUTTON. Punches in the direction of your opponent. 
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“B” BUTTON. Kicks in the direction of your opponent. 
“A” and “B” BUTTONS. Makes your player jump. Aim it at an opponent for 
a Jump Kick. 


MODES OF PLAY 
There are four modes of play: 


Mode A, 1 player. It’s just you against the Black Warrior gang. 

Mode A, 2 players. You and a friend take turns trying to get through the battle. 

Mode B, 1 player. A competition in an arena against the fiercest of the Black 
Warriors. 

Mode B, 2 players. Go head-to-head against a friend. 


NUMBER OF WORLDS 
The story proceeds across four different settings: the City Slum, the Industrial 
Area, the Forest and the Hideout of the Boss. 


NUMBER OF LEVELS 
There are seven skill levels that increase as you score points. As you go up the 
skill level ladder, your fighting abilities improve. 


NUMBER OF LIVES: 3 to start 
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SPECIAL ATTACKS 
There is more to the martial art fighting than mere kicking and punching, of 
course. Here are some other moves: 


Head Butt. Press the left or right arrow twice quickly. 

Jump Kick. Press the “A” and “B” buttons at the same time, while the player 
is moving. To jump in a diagonal direction, hold down the arrow keys 
between the four ordinary directions and then press the “A” and “B” buttons 


Uppercut. Press the “A” button while the enemy is squatting. 

Low Kick. Press the “B” button while the enemy is squatting. 

Hair-Pull Kick. Approach a squatting enemy and then press the “B” button. 

Over-the-Shoulder Throw. Pull your opponent’s hair and press the “A” 
button. 

Spin Kick. Press the arrow key pads twice while facing the enemy. 

Pin Attack. When the enemy is down, approach him and press the Down arrow 
and land on the enemy, then press the “A” button. 

Elbow Punch. Press the Left arrow twice when the enemy is coming at you 
from the left. Press the Right arrow twice when the enemy is coming at you 
from the right. 


SECRET WEAPONS 
The weapons in this game, other than your feet and fists, come from items 
dropped by your enemies. You can pick up a box, dynamite stick, knife, oil 
drum or rock with the “A” button and then thrown them with a second push 
of the same button. If you’ ve picked up a bat or whip, you can swing them with 
the “A” button. 


ENEMIES 

Abobo. A big guy without a shirt (he looks kind of like Mr. Clean), he uses 
bombs as well as his own muscles. 

Jimmy Lee. Billy’s twin brother, he is actually the Shadow Boss, the leader of 
the Black Warriors. 

Linda. Good with her fists, she’s deadly with a whip. 

Lopar. A nasty street punk who has a habit of throwing 55-gallon oil drums. 

Williams. A small guy with a big bat or knife. 

Willy. The Big Boss. He doesn’t mess around: he carries a machine gun. 


POWER PLAYER HINTS 
Try not to get caught between a pair of adversaries. For example, early in the 
game you’ll come to a pair of lovely ladies with whips who will pursue you up 
a ladder and onto a ledge. Here’s a technique to divide and conquer: go up the 
ladder and onto the ledge and lure one of the fighters out with you. Then quickly 
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run across and down the ladder and the women will follow you, but separated 
by a few seconds. Here’s your chance to fight them one at a time. 

Use the jumping ability to try to leap over an opponent and quickly come at 
him when his back is turned. This is particularly effective against fighters with 
bats, whips and guns. 


Gauntlet® 


Age: 5 to Adult 
Difficulty: Hot Dog 


This is an old story—one of the original Wizardry arcade hits—updated and 
expanded in its Nintendo system version. 

You set forth on a noble quest to recover the Sacred Orb, stolen by Morak the 
Evil One and hidden somewhere in the Five Worlds. You will be looking for magic 
clues that will help you unlock the room where the Orb has been hidden. There are 
more than 90 mazes, each with unusual challenges and monsters. 
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You can assume the character of a warrior, Valkyrie, wizard or elf. A Valkyrie, 
by the way, is a character from ancient Germanic mythology: she selected those 
to be slain in battle. 

The two-player version of the game allows you and a friend to cooperate 
together in the search for the Orb, or to compete against each other and the evils 
of this strange world. 


MANUFACTURER:  Tengen/(408) 433-3999 


NUMBER OF PLAYERS 
1 or 2. In two-player mode, one player can compete against the other and the 
evils of Morak, or the two players can cooperate in a joint expedition. 


CHARACTERS 
You can choose to be one of four available characters. They differ in their 
abilities and equipment. See Power Player Hints for some advice on which 
character to choose: 


Merlin the Wizard. As you might expect, he’s a wiz with magic and is also 
strong in shooting. He has average speed but is a weak fighter with minimal 
armor. 

Questor the Elf. A speedy little guy, he has average magical abilities and decent 
armor and shooting strength. He’s not much of a fighter, though. 

Thor the Warrior. This guy is big and strong, but not too swift. He has the 
largest amount of starting power, shot and fighting strength and a goodly 
amount of armor. He has next to no magic strength and is lowest in speed. 

Thyra the Valkyrie. A well-proportioned fighter, she has excellent armor and 
good speed and fighting ability with a touch of magic and a bit of shot 
strength. 


CONTROL PAD 
Arrows. Moves the characters up, down, left or right. 
“A” BUTTON. Shoots. Use the arrow keys to determine direction of shooting. 
“B” BUTTON. Sets off bombs. 


PAUSE 
To pause the game, press the Start button; press the button again to resume 
play. While in pause, you can see the password for the treasure room you most 
recently completed. 


RESET 
This game includes a special Reset command that starts the game over. Press, 
at the same time, all four controller buttons: Select, Start, “A” and “B”, 
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MODES OF PLAY 

One-player. A good way to practice; it is possible to win this game by yourself, 
but it is a lot easier with a second player. 

Two-player. This is the cooperative mode. There are a number of strategies you 
can employ here. For example, you can use one character to attract the 
enemies and the other to attack them from behind or from a distance. The 
two characters share food and treasures. 

Competition. This is a tough way to fight. Some of your weapons can hurt the 
other player; you can maneuver the other character into doing the fighting 
(and taking the beating) for you, and you can compete to see who gets more 
treasure. You may not make it to the end of the game, though. 


NUMBER OF WORLDS 
There are five worlds: 


Castle. There are 19 scenes here, including four treasure rooms. Intrepid 
explorers recommend shooting the walls of room 16. 

Dark Forest. There are 22 rooms here, with four treasure troves. Look for the 
clue in a chest. 

Lost Caverns. You'll find 21 caves in this world, with three treasure rooms. 

The Unseen. All is not what it seems in this strange watery world. There are 16 
rooms, with three treasure troves. 

Volcana, Lair of the Guardian. There is lava all around you in the 22 rooms 
here. Three of them are treasure troves. Room 94 leads to the Guardian. 


THE SECRET CODE 
There are more than 100 rooms. You will not be able to get into the last rooms 
of Volcana without possessing the secret 8-letter code. Look for the clues in 
each of the eight clue rooms as you advance toward Volcana. Take the clues 
with you when you exit the maze and the letter or number will be revealed to 
you. The codes that are required are different for each player and each game. 


NUMBER OF LIVES 
1. When your power level reaches 0, the game is over. You will lose power 
when touched by or shot by an enemy. Food increases you power. In the treasure 
rooms, you must complete your mission before time runs out, and when you do, 
your energy level will be fully refilled. The amount of energy you have left is 
displayed on the screen with a heart indicator. 


SECRET WEAPONS 
There are special potions and other power items hidden in the various rooms. 
Potions include 
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Extra Armor. An orange bottle with a shield on the front. 

Extra Fight Power. A yellow bottle with a dagger. 

Extra Magic. Yellow, with a picture of a bomb. 

Extra Shot Power. White, with a black and red bullet. 

Extra Speed. White, with a speedy arrow on the front. 

Bomb Portion. Grab one to add this to your weapons. It can then be selected 
using the “B” button. The amount of destructive power is determined by your 
magic ability. 


You’ll also find temporary Power-Ups hidden about. Each is shaped like a 
small box: 


Temporary Invisibility. White. 

Temporary Invulnerability. Black. This is superior armor, but your power 
usage will double while you wear it. 

Temporary Reflective Shots. White with an orange arrow. 

Temporary Repulsion Amulet. Yellow. Makes your enemies run away. 

Ten Super Shots. Yellow with a white arrow. Your shots will destroy anything 
they hit. 


TRAPS 
Stun Floors. Look for the force field around some of the tiles. If you run into 
the area, you will be paralyzed for a few seconds, which could prove fatal if 
you are being chased. 
Trap Floors and Trap Walls. In Room 10, you may need to find the flashing 
floor tiles to remove the walls that block your way to the exit. 


ENEMIES 
There are a whole host of enemies to be destroyed in Gauntlet. Some of them 
will require more than one shot. Enemies include 


Acid Puddles. Don’t splash. 

Death. The name gets your attention, doesn’t it? These black angels will chase 
you and steal a lot of your energy if they get to you. Your shots have no effect 
on them. 

Demons. Their motto: Shoot First, Chew Later. 

Ghosts. They’ll try to run away with some of your energy. 

Grunts. Watch out for their clubs! 

Lobbers, They'll toss rocks at you, even from over a wall. 

Sorcerers and Super Sorcerers. You can’t shoot them while they’re invisible. 
Watch out that they don’t sneak up behind you. 
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As you get into the game, look for the Enemy Generators. These are the 
source of evil in the game. They look like squares with an X through them. Level 
1 Enemy Generators make bad guys that must be shot once to be destroyed; 
Level 2 generators make enemies that must be shot twice. Can you guess how 
you must kill bad guys made by Level 3 Enemy Generators? The generators 
can be destroyed by be being shot or touched by your character. 


1 ALWAYS WANTED TO KNOW 

In room 56, there’s a group of treasures and food and bombs that I absolutely 
cannot get to, no matter what I do. Help! You're right. You cannot get to them. 
We’ re assured by Tengen that this is the only such bum steer in the game. Don’t 
waste your time here. 

How do you kill the three-headed dragon at the end? You've got to shoot . . 
. and shoot . . . and shoot, and then move on to the next head. (Which means 
you had better have extra shot power.) If you are coming to the end as the Elf 
or Wizard, you'll need to land at least 50 shots per head; as the Valkyrie, it'll 
require 34 shots per head, and as big bad Thor, you’ll need 25 shots per head. 


SUPER SECRET! 
If you seem blocked in, shoot the walls. There are exits, potions and special 
items hidden there. 


HOW TO MOVE FROM ROOM TO ROOM 
You have to find the Exit. Touch one of the exit signs and you will be transported 
to the next room. In a two-player game, both characters have to get out before 
the next room is revealed. 


DANGER! 
Watch out for a deadly phony exit in Room 80. 


POWER PLAYER HINTS 
Make sure to enter all rooms with a ? symbol. You'll need to collect clues. 

It is theoretically possible to win this game using any of the four available 
characters. However, beginning players will likely enjoy starting and practicing 
with the Warrior or Valkyrie characters, since they are the most powerful and 
best-protected. More experience players may prefer the. Wizard or the Elf 
because of their speed and magical abilities. 

The more treasures you collect, the more power you can store. After you have 
your first 50 treasures, the maximum level will go up as much as 120 points. 
The power level increases again at 100, 200, 400, 800 and 1,600 treasures. 
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USING PASSWORDS 
When you press Start during the game, the action will pause and a password 
will appear on the screen. This code will allow you to re-enter the game at the 
last treasure room you successfully completed. The password feature will work 

only through room 79. 
To enter a password at the start of a game, press Start to bring up the menu 
screen, use the Select button to choose a one- or two-player game, and then 
press and hold the “A” and “B” buttons while pressing down the Start button. 


POWER ZOOMING 
Now don’t overlook the first 78 screens, but if you’d like to zoom all the way 
to Room 79 with a full load of special items and power to take a look at level 5 
and the remaining 20 rooms, enter the following code: 


For the Wizard: 43C BBI HZY 
For the Elf: 43C BBI HYY 

For the Valkyrie: 43C BBI HYZ 
For the Thor: 43C BBI HZZ 


You're also going to need the final combination for these characters after you 
complete room 99. If you use the above special codes, the combination will be: 


XRTW98Y7 


The Legend of Zelda® 


Age: 5 to 16 
Difficulty: Apprentice-Master of the Game 


Once a champion, always a champion: The Legend of Zelda was a huge hit when 
it first came out, and it contributed greatly to the early success of the Nintendo 
System. The game has held up quite well, and is the model for many of the 
adventuring games for the NES that have followed it. 

You can consider the game to be a dungeons and dragons adventure game with 
some arcade elements, or an.arcade game with some adventures. 

As the player, you assume the identity of Link, a dauntless little hero who sets 
off to rescue Zelda, the princess of the Land of Hyrule who has been kidnapped by 
the evil Prince of Darkness Ganon. 
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There are two quests within the game; the second adventure of Link and Zelda 
follows the same sort of structure and has the same feel as the first, but it 
encompasses a world that is much larger and much more complex. 

In Hyrule, generation after generation has passed down the legend of the 
“Triforce of Power,” a golden triangle with mystical powers. Before she was 
spirited away, Zelda broke the Triforce into eight smaller triangles and hid them 
throughout the kingdom. 


MANUFACTURER: Nintendo of America/(206) 885-7529 
NUMBER OF PLAYERS: 1 
CHARACTERS 


You are Link. But you can create as many as three versions of the Link character 
to play the game. You might want to create three different characters to let you 
try out different strategies, or you may want to have three different characters 
for friends who will play the game from the same Game Pak. 

There is a tiny battery and a small area of computer memory inside of this 
game pak that will hold onto the information you enter. 

When you load the game, you can register a new name (if one or more of the 
three slots are available), you can select one of the registered names or you can 
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enter into the “Elimination Mode” to remove a character. Warning! If you erase 
an existing Link character, the information is gone forever. 


CONTROL PAD 

Arrows. Move Link, and selects treasures and gadgets. 

“A” BUTTON. Used for attacking with the sword. 

“B” BUTTON. Used for working with gadgets and treasures and other special 
devices. 

Select. At the start of the game, use the Select button to move the heart to the 
Link character you want to play with. Once you’ve identified the character, 
press Start to begin the game. 

Start. Use to switch back and forth between the main and subscreens. 


CONTINUE 
The game ends when Link’s life power meter reaches zero. At this point, you 
can use the Select button to choose to continue the game where you left off, or 
you can save the current game at the point where you stopped. 
IfLink runs out of power while you are in a labyrinth and you select Continue, 
the game will restart from the entrance to that labyrinth. 


SAVE - 
Use the Select button to bring the heart into line with the “Save” option, and 
then press the Start button to store the current game information into the game 
pak’s internal memory. The next time you play the game with the same 
character, you’ll be able to pick up at the same point you ended last time. 


SPECIAL WARNING 
If you have saved information from a game, you must follow the following 
instructions when you turn off the power to your NES: 


Hold in the RESET button on the Control Deck while you turn off the 
POWER. 


RETRY 
Careful here! Choosing this option (Select it, then press Start) will send you 
back to the starting menu without saving any of the information from the game 
you just finished. You might want to choose this option if you don’t like what 
happened to Link this time around. 


NUMBER OF WORLDS 
There are two worlds. Overworld has 128 screens; the Underworld has nine 
labyrinths, 
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The overworld is a place of seeming beauty, full of forests and lakes and 
mountains. There are also a bunch of friendly people who will try to help out. 
You'll find merchants who will be happy to sell you supplies, and you’ll find 
citizens who may have valuable information to share. 

All is not perfect, though: Link’s enemies show their evil faces even in this 
peaceful land. 

Your goal will be to go to each of the underworlds to retrieve Triforce pieces; 
you get to each underworld by moving around above ground from labyrinth 
entrance to entrance. 

Keep an eye on the tiny map in the upper left of the main screen; this will 
give you an approximate indication of where Link is located. 

The underworld is a nasty place, full of enemies hiding in its mazes. But the 
underworld is also where the pieces of the Triforce of Wisdom are hidden, so 
down into the sewer Link must go! 


“MAIN” AND “SUB” SCREENS 
This game is built around “main” and “sub” screens. The main screen is where 
the action is; think of the subscreen as Link’s suitcase. Press the Start button to 
change to the subscreen and then choose from the treasures and other devices 
that Link has collected. 


SPECIAL HINT 
If you come across an enemy and you’re carrying the wrong weapon, change 
over to the subscreen in the middle of the fight and choose something else for 
the battle. 


POWER PLAYER HINTS 
You really need a map to get through this game. You'll find about half of what 
you’ll need inside the box, with a map of Overworld Levels 1 through 4. 
We'd suggest you make a copy of the map you get with the game (try using 
a photocopier at the library or have your mom or dad make a copy at their office) 
and then paste the map in the middle of a larger white sheet of paper. You can 
extend your own map beyond the boundaries as you explore. 


NUMBER OF LIVES 

Your life power is displayed in a meter on the top of the main screen. The red 
hearts show you how many lives are left; when all the hearts tum white, that’s 
the end of the game. Link will find ways to replenish his life force at various 
points in the game. Look for the fairies to restore your lives; you will also regain 
all of your power each time you pick up one of the Triforce fragments. 

When all of Link’s hearts are red, he possesses a special power, the ability to 
throw his sword at an enemy. 
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DEFEATING LINK’S ENEMIES 
The basic weapon for link is his sword, which he can use to great advantage 
against almost all of the enemies in the game. Use the A button for the sword; 
some enemies will require more than one attack. There are three types of swords 
available to Link: 


Sword. A gold blade with a red and yellow handle, this is your basic all-purpose 
skewer; 

White sword. A white blade, with a blue handle, this weapon has twice the 
striking power of the basic model, and 

Magical sword. This blue sword, with a fancy curly-cued handle, has twice the 
power of the white sword and four times the oomph of the first sword. 


Other weapons available to link include some of the treasures he’ll acquire 
along the way. 

Link carries a shield at the start of the game, used to fend off spears and rocks. 
There is also a Magic Shield deeper into the game that is larger and more 
protective: it can be used against spells, rocks and Zola’s ball. 


SCORING POINTS 
You don’t score points in this game, but you do collect pieces of the Triforce 
that are hidden in the labyrinth of the underworld. You need all 8 small triangles 
that once put together form a large three-sided object. 


SECRET WEAPONS 
The magical treasures that Link finds on his adventure will help him buy 
supplies, gain extra lives, acquire special powers and otherwise accomplish his 
mission to defeat Ganon. 


A letter to a little old lady. What else would you do with something like this? 
Give it to her when you find her inside a cave. 

Bomb. You know what a bomb does. When you pick up a bomb, you are 
actually grabbing a set of four. Link has a limit on the number of bombs he 
can carry at one time; you can increase the number of bombs you can carry 
in one of the underworlds in a trade with a shopkeeper for gold. 

Boomerang. Your basic flying object can be thrown at your enemies to stop 
them; the Magical Boomerang will fly further. Youcan also pick up treasure 
by hitting it with this device. 

Bow and arrows. You'll find the bows and arrows in different places, but just 
as you would imagine, you need the bow to fire the arrows. For each arrow 
Link shoots at an enemy, he is charged one ruby. There are some enemies 
that can only be defeated by using a bow and arrow, so this should be one 
weapon you make sure you get. 
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Candles. We use a candle to see in the dark, right? Blue candles will light up 
only one screen; Red candles will last long enough for a few rooms. The 
candles can also be used as a weapons in some of the dark places—try tossing 
afew. 

Compass. This is a very special kind of compass, one that points to the location 
of pieces of the Triforce within the labyrinth. 

Enemy bait. Here, bad guy! Come and get it. Works with most but not all 
enemies. 

Heart. Have a heart when you see one; they’Il turn a white heart to red or give 
you an additional life if you’re already full up. 

Keys. Link will need these to open locked doors down in the labyrinths. The 
magic key, which has a lion’s head on it, is a wonderful thing to have: Link 
can use it again and again. 

Ladder. A good way to cross a hole or get over a river. 

Magic clock. This device spells time: it stops the enemy from moving in the 
screen Link is in. 

Magic wand. Link can cast some special spells with this. Look for the Magic 
Book, too, for special incantations. 

Map. Find the map. At least you’ll know where you are. 

Power bracelet. Makes link into Arnold Schwarzenegger, powerful enough to 
lift many things, including rocks. 

Raft. Sailing, sailing, over the seas and lakes. Must be launched from a dock. 

Rings. A red one reduces the enemy’s ability to damage link by one-fourth; a 
blue one by one-half. 

Rubies. This is the money of the kingdom. Grab them when they appear—keep 
an eye out for them when you defeat an enemy. Blue rubies are worth five 
times as much as yellow rubies. Link can possess no more than 255 rubies at 
one time—if you have that many, go out and spend some money. 

Water of Life. A magic elixir that will turn white hearts back to red. There is 
nothing it cannot cure. 

Whistle. A special tool that can open things up, or scare things away. The 
whistle is also used to summon the Whirlwind after Link has picked up the 
last piece of the Triforce. 


ENEMIES 
As if things are not difficult enough in your basic NES game, The Legend of 
Zelda has different nasties in the underworld and overworld. 
Here are the Overworld Oddities: 


Armos. A stone statue that will come to life as a powerful soldier if touched by 
Link. 

Ghini. The ghost of the graveyard, Some are there right from the start of the 
game, while others will pop up if Link touches a gravestone. 
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Leever. Mole-like creatures that will suck up the energy of anyone who comes 
near them. The Blue Leevers are more powerful than their Red Leever 
cousins. 

Lynel. Like the Minotaurs of ancient Greek mythology, this is a creature half 
man and half something-or-other with four legs. He guards Death Mountain 
very well. 

Molblin. This is one ugly creature. He lives in the forest and throws spears. 

Octorok. A land octopus that spits rocks. The blue ones are meaner than the 
red. 

Peahat. A pea-sized pain, the peahat is the ghost of a flower that kind of flutters 
around in the way. Link can only get rid of one when it stands still. 

Rock. Just a rock, but don’t let it fall on you. Avoid them. 

Tektite. Jumping spiders that are annoying, but pretty easy to send away. The 
red ones move more than the blue ones. 

Zola. Half-fish and half-woman, Zola could not possibly be mistaken for a 
beautiful mermaid. Watch out for the ball she throws—the small shield is no 
match for it. 


Here are the Underworld Uglies: 


Aquamentus: A fearful dragon that sends out mean beams. 

Bubble: Inside the ball is the spirit of the dead. If it manages to attach itself to 
Link, you won’t be able to unsheath your sword for a while. 

Darknut: The knight of the labyrinths. A tough combatant. 

Digdogger: These sea urchins are like underwater porcupines. This guy can be 
areal pain. 

Dodongo: You don’t really want to tangle with a rhinoceros, do you? This guy 
doesn’t have that much power, but his armor-plating will block most of your 
attacks. 

Gohma: A gigantic crab with a tough shell that will block most any attacks. 
You'll need a special weapon to get him out of the way. 

Gibdo: I want my mommy, not this mummy! This is one strange and powerful 
pile of bandages. 

Gleeok: A dragon with a coupla heads who spits out unfriendly beams. Cut off 
one of the Heads of Gleeok and it will fly around without its body. 

Goriya: A rodent who throws boomerangs. The blue ones are the real pains. 

Lanmola: A huge, skittering centipede. Lopping off his head leaves the rest of 
him to be dealt with. 

Like Like: This living tube likes to eat magic shields. 

Manhandla: Is this aman-eating flower or a flower-eating man? Doesn’t much 
matter: It’s mean. If you cut off a hand or two, it will move even faster. 

Moldorm: Your basic underground worm. 

Patra: Flying eyeballs that will swoop down on you in flocks. 
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Pols Voice: This ghost has big ears, and you can drive him away with loud 
noise. 

Rope: A poisonous snake who can move quite quickly when he spots a potential 
victim. 

Stalfos: A twin-sworded skeleton who looks tougher than he is. 

Stone statues: They’re not always made of stone. Get it? 

Vire, Keese: The devil he is. Cut Vire with a sword and he becomes a pair of 
Keese. 

Wall Master: This guy wants to reach out and touch Link. If you let him give 
you a hand, he’ll drag you back to the beginning of the labyrinth. 

Wizzrobe: Link’s shield won’t protect him against this wizard’s spells. You'll 
have to find something else to defeat him with. 

Zol, Gel: Jellyfish can be pretty obnoxious. Zol is the big lump of stuff; when 
Link cuts him, he splits into two Gels. 


FRIENDS 
If you can rescue the fairy held captive by the enemy, she’ll wave her magic 
wand and tum all of your wounded hearts from white to red. 


| ALWAYS WANTED TO KNOW 
“How do I get past the ghosts in the graveyard?” If you can get rid of the Chief 
Ghost, all of his underlings will disappear, leaving the treasures for you to take. 


SUPER SECRET! 
There is a Second Quest in store for those who manage to collect all of the pieces 
of the Triforce, defeat Ganon and rescue the princess. The second go-around 
uses many of the same screens and the same general map, but there are even 
more enemies and a few surprises. 

If you would like to enter into the Second Quest directly, choose the name 
“Zelda” when you register at the starting screen. 

This is a one-player game, but keep the second hand controller plugged into 
the control deck—there are a few special secrets you can employ. 

Here’s a simple one: You can cancel any game you’re playing by entering 
into the sub screen and pressing Controller 2’s A button and Control Pad at the 
same time. 

Here’s a more complex one: When you go into a cave with an old man and 
he asks you to pay him for repairs to the door, go to the Subscreen and then push 
the “A” and “B” buttons together on Controller 2, and you’ ll be able to get out 
without paying any money. 
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R.B.I. Baseball™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


This detailed game takes you out to the ballgame. You can play baseball casually, 
like a pickup game in your backyard, or you can follow nearly all of the rules and 
most of the strategy of the major leagues in a two-player game, including bunting, 
base stealing, sacrifice flies, pickoff plays and trick pitches. 

It will take you a while to get used to all of the various controls that are possible 
in this game; remember that the purposes of the various buttons change depending 
upon the particular situation. 

This game is licensed by the Major League Baseball Players Association and 
includes the names and relative offensive and defensive abilities of real players 
from eight real teams and two special teams of stars. Teams are made up of players 
in the 1986 and 1987 major league seasons. 

The 1986 major league season was won by the Boston Red Sox in the AL East 
and the California Angels in the AL West; the New York Mets in the NL East and 
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the Houston Astros in the NL West. The World Series that year pitted the Red Sox 
against the Mets, and was the time when Boston came within one strike of winning 
the series before a costly error opened the door to a come-from-behind Mets 
victory. 

In 1987, the AL East Champ was the Detroit Tigers who lost to the AL West 
winners, the Minnesota Twins. The Twins won the World Series, defeating the St. 
Louis Cardinals, NL East Champions, who had beaten the San Francisco Giants of 
the NL West in the Playoffs. 

You’ ll be managing the likes of Wade Boggs (a solid .357 hitter); the Detroit 
Tigers’ homerun alley of Alan Trammel, Kirk Gibson, Darrell Evans and Matt 
Nokes (118 homeruns among them); speedster Vince Coleman; slugger Don 
Mattingly, and ace pitchers Rick Sutcliffe (1.12 ERA); John Tudor (1.28); Fer- 
nando Valenzuela (1.42), and strikeout aces Nolan Ryan and Dwight Gooden. 

The on-screen graphics give you a good sense of the pitching, hitting and 
baserunning elements of the game. The most difficult element of this game is in 
the fielding. 

An interesting special feature of R.B.I. Baseball is the newspaper report—an 
abbreviated box score and headline—that appears after the game. We also liked 
the fireworks after homeruns. 

This game was originally developed for the Japanese market, like most of the 
Nintendo system offerings, and was called “Family Stadium” there. Among the 
Americans who travelled to Japan to do the conversion was a San Francisco Giants 
fan, who managed to hide within the game one of the Giants’ slogans. 

Note that this is one of the unauthorized NES-compatible cartridges offered by 
Tengen. (You may find some of the earlier Tengen R.B.I. Baseball cartridges, with 
the official Nintendo Quality Assurance Seal, in some game stores. There is no 
difference between the games.) The game played without any problem on our NES 
deck. 


MANUFACTURER: — Tengen/(408) 433-3999 
NUMBER OF PLAYERS: 1 or2 


CONTROL PAD 
Just as in a real baseball game, you will be taking two different roles as Offense 
(At Bat) or Defense (In the Field). The way you use the controller differs in each 
mode. 


OFFENSE AT BAT 
Arrows. Moves the batter within the batter’s box. 
“A” BUTTON. Swings the bat. Press and hold for a full swing. To Bunt, press 
and release the button quickly. 
“B” BUTTON, Not used when at bat. 
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ON THE BASE PATHS 

Arrows. Controls the movements of the runner. The directions are as follows: 

Right. Runner will advance or return to first base. 
Up. Runner will advance or return to second base. 
Left. Runner will advance or return to third base. 

Down. Runner will advance to home plate. 

“A” BUTTON. Base runner will return to a base. Press the arrow button, too. 
Use this control when a fly ball has been caught or to stop an attempted steal 
or extra base advance. Once a runner has arrived successfully at a base, he 
cannot be retumed. 

“B” BUTTON. Advances the runner to the next base. Use together with the 
appropriate arrow key. Use to steal bases, in hit-and-run plays and squeeze 
plays. 


DEFENSE CONTROL PITCHING 
Arrows. 
1. Moves the pitcher from side to side on the rubber before the windup 
begins; 
2. Used to select the type of pitch when pressed as the windup begins. 
Choices are: 
Knuckleball/Sinkerball. Use the up arrow to throw this slow and hard-to-hit 
pitch; 
Curveball. Use the right arrow. 
Screwball. Use the left arrow. 
Fastball. Use the down arrow. 
If you do not press down one of the arrow keys as the pitcher begins his 
windup, he’ll throw a normal pitch down the middle. 
“A” BUTTON. Begin the windup and throw a pitch. 
“B” BUTTON. Not used when pitching. 


IN THE FIELD 

Arrows. When the ball is hit, you’ll need to move one of your fielders into 
position to catch the ball. The arrows control movement as follows: 
Toward Center Field. Up arrow. 
Toward Home Plate. Down arrow. 
Left or right. Use left or right arrow. 

You can also send your fielders into foul territory or behind home plate in 

hopes of catching pop-ups. 


THROWING THE BALL 
Arrows. Selects which base to which to throw the ball, as follows: 
First base. Right arrow. 
Second base. Up arrow. 
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Third base. Left arrow. 
Home Plate. Down arrow. 

“A” BUTTON. Throws the ball to the base selected by the control pad. If no 
base is selected, the ball will be thrown to first base. 

“B” BUTTON. Used to run with the ball. The fielder will run in the direction 
indicated by the arrow you push. 


TYPES OF GAMES 
1-player. You against the computer; this guy plays a pretty strong defensive 
game. 
2-player. You against another human player. 
Watch. Choose your two teams and watch the computer play for both sides. 


COMPETITIONS 

You can play a Nine Game Season against the computer, competing against 
each of the nine teams in the league. The computer will automatically set up the 
schedule. Remember that you will need to give your Starting Pitchers at least 
one game’s rest between appearances. 

When you are in the two-player mode, you can conduct a Best-of-Seven 
series, like the World Series or League Championships. Again, you’ll need to 
rest your starting pitchers for one game between appearances. 


TIMING 
Nine innings of play. The game will be called if the score gets too much 
out-of-hand (a 10-run lead). Will go into extra innings if the score is tied after 
nine. 


| ALWAYS WANTED TO KNOW 
Who wrote this game? Really? Try pressing down the “A” and “B” buttons and 
Start while you’re looking at the title screen. You’ll see the names of the 
“Coaching Staff.” 
Okay, so what does “Humm Baby!” mean? It was a slogan for the San 
Francisco Giants a few years back. 


PROGRAM, PROGRAM 
You can have a lot of fun just playing the game as it appears on the screen. For 
the advanced player, just like the serious baseball fan, a lot of the fun comes 
from studying the statistics included in the program contained inside the manual. 
Here you’ll find such information as: 


Pitcher’s Stamina. Starting pitchers have about three times the stamina of 
relievers. Throwing knuckleballs and fastballs will tire the pitcher out faster 
than throwing normal pitches. 
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Pitcher’s Statistics. You’ll find information including a pitcher’s ERA (Earned 
Run Average, the average number of runs he gives up in a nine-inning game, 
subtracting runs due to errors. The lower the number, the better the pitcher); 
his top speed in miles per hour, one indication of his pitching ability, and a 
rating of his curveball, from A to E. 

Runner’s Speed. (SP) Rated from A to E. 

Contact Rating. (CT) An indication of the chances of a particular batter making 
contact with the ball. A player with a high CT rating (A or B out of a scale 
from A to E.) 


POWER PLAYER HINTS 
Where you hit the ball, and how hard, is determined by your timing in your 
swing as well as where the ball strikes the bat. Find the best position in the 
batter’s box for your own playing style, paying attention to the difference in 
positioning of left-handed and right-handed batters and pitchers. 

Just like in a real baseball swing, if you hit the ball in the middle of your 
swing you are likely to drive it into centerfield. If you swing early it will 
probably go to left if you are a righty, or right if you are a lefty. If you swing 
late, the opposite will happen. You might want to adjust your position in the 
batter’s box to compensate for your hitting and your opponent's pitching styles. 

Remember to hold a runner near his base when you think a fly ball might be 
caught to avoid getting picked off. Use the “B” button and appropriate arrow 
key to hold the runner or return him to his rightful base. 


Base Stealing. If you have a fast runner on base, you may want to try to steal a 
base. (Consult the Speed Ratings for each player in the Program section of 
the manual. Runners are graded from A to E, with A the fastest and C an 
average score.) Use the “B” button to send the runner in an attempt to steal 
the base; remember to use an arrow key to point to the base you want to run 
to. Use the “A” button to call the runner back, again pointing to the proper 
base with one of the arrow keys. 

Pick Off Play. Catching a runner attempting a steal requires good timing. Press 
the “B” button to stop the pitcher and hold the ball in a pre-windup position. 
Press the arrow key for the base you want to throw to, and then press the “A” 
button to throw; if you do not press an arrow key, the ball will be thrown to 
first base. 

Pinch Hitters. You can substitute batters at any position if you need a little 
extra punch or if you are ahead late in the game and want some defensive 
strength. Press Start to call Time Out. Then press the “A” button to look at 
your roster of players and select a pinch hitter using the appropriate arrow. 
Press the “A” button again to make your choice and return to the game. 

Once a player has been removed from the lineup, he cannot return during 
that game. Pinch hitters inserted into the lineup in any spot except for ninth 
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will remain in the game when the inning is over; if you substitute for the 
pitcher, you will need to insert a new pitcher when your team goes back out 
to the field. 

Remember, too, that you have a very small bench, with only four substi- 
tutes. Use them wisely! 

Relief Pitchers. Press the Start button to call Time Out. Press the “A” button 
to show the roster of available pitchers; use the arrow keys to choose the 
pitcher you want to insert. Press the “A” button again to bring the pitcher 
into the game. Once you remove a pitcher from the game, you cannot bring 
him back again. 


Super Mario Bros.® 


Age: 5 to Adult 
Difficulty: Apprentice-Master of the Game 


Mario and his brother Luigi are probably the most famous super-duo in the world 
of Nintendo games, and this is where it all began. 
The two boys are in the rescue business. But they need a little help from you. 
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Once upon a time, the kingdom of the peaceful Mushroom People was invaded 
by the Koopa turtle tribe. Now these are not your ordinary turtles: they had all sorts 
of magic spells and powers. Just to be mean, these troublesome turtles turn the 
good Mushroom People into stones, bricks and plants! 

The good news is that the Mushroom King’s daughter, Princess Toadstool, holds 
the power to undo the evil spell. The bad news is that Princess Toadstool is held 
captive by Bowser, the King of the Koopas. 

Mario and Luigi, those happy-go-lucky guys, hear the story of the unfortunate 
Mushroom People and set out to rescue the Princess. 

The game itself is a series of challenges that move from left to right, with 
occasional journeys down below into secret rooms. In the two-person game, 
players go one at a time, switching control any time they lose a life. 

The goal of the game is to make it to the final castle and rescue the Princess; the 
game also records points as you go along. 


MANUFACTURER: Nintendo of America/(206) 885-7529 
NUMBER OF PLAYERS: 1 or 2 


CONTROL PAD 

Arrows: Walk or run left or right. Pushing the control pad arrows can also make 
Mario or Luigi hook to the left or right in the middle of a jump. 

“A” BUTTON: Jump. Tap the button for a hop; hold it down to make Mario 
or Luigi jump higher. 

Swim. In the swimming world, each tap makes you bob upwards. 

“B” BUTTON: Run. Hold this button down and move the control pad left or 
right and Mario or Luigi will run. If Mario or Luigi is running and you press 
the “A” button, they will jump even higher. 

Fireballs. Once you’ve picked up the fire flower, press the “B” button to 
throw fireballs. 


NUMBER OF WORLDS: 8 
NUMBER OF LEVELS: 4 in each world 


NUMBER OF LIVES 
3 to start. There are dozens of ways to lose a life, including falling prey to one 
of the many enemies, falling off of cliffs and running out of time. You can gain 
extra lives by collecting 100 gold coins, by snaring one of the green or brown 
One-Up mushrooms or by using a secret trick or two. You’ll find a free 1-Up 
mushroom hidden in an invisible block early in the game, in Level 1 of World 
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1, just before the first chasm. Another one is hidden above the bridge in Level 
1 of World 3. 

Believe it or not, some players can find ways to stockpile as many as 100 
lives, which is an excellent way to make it all the way to the Princess. Be aware 
that there isa secret limit to the number of lives you can register at one time—it’s 
around 100, and going past it will end the game. 


SUPER SECRET! 
At the end of World 3-1, as you ascend the pyramid before jumping onto the 
flagpole, you'll find a Koopa Troopa hopping his way down the steps. Jump 
onto the front edge of his shell for an extra life. Keep jumping onto the same 
place and you’ll start racking up extra lives like they were going out of style. 
But remember: more than 100 lives could be fatal! 


TIMING 
Watch the clock in the upper right hand corner of the screen. As you get near 
100 ticks in remaining time, you’ll hear a special warning sound; rush to the 
end of the level or you'll lose a life. Any remaining time on the countdown clock 
is added to your bonus at the end of the level. 


FRIENDS 
Look for these to make Mario or Luigi even more powerful. 


1-Up Mushroom. Worth a free life for our intrepid explorers. 

Axe. One of the ways to send Bowser to his fiery reward. Touch it to open the 
bridge. 

Coins. Spending money for extra lives. Collect 100 for an extra Mario or Luigi. 
You'll find small groups of coins throughout your travels; descend into the 
worlds beneath the flowerpots for treasure troves. 

Fire Flower. Grab one while you’re Super to become Fiery Mario or Fiery 
Luigi, and you’ ll be able to throw fireballs. 

Jumping Board. A super-trampoline for Mario and Luigi. 

Magic Mushroom. They hide beneath question-mark blocks or inside bricks 
and are freed when one of the boys knocks into the masonry with their heads. 
Grab hold of the mushroom to become Super Mario or Super Luigi, and be 
able to jump higher. 

Princess Toadstool. Fair maiden of the Mushroom Kingdom, she is the object 
of Mario and Luigi’s quest. Only she can break the Koopa King’s spell. 

Starman. The key to invincibility. 


BAD GUYS 
Bloober. He’s soooo ugly, slow and stupid, but he won’t give up. A jellyfish 
sort of guy who always gets in the way. He’s scared of fire. 
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Bullet Bill. Watch out for this slow but steady adversary. A high-caliber sort of 
guy; you don’t want to get out in front of him. Get him from above. 

Buzzy Beetle. A tough little critter who just plows along into and through Mario 
and Luigi. Fireballs won’t work, but you can jump on him for 100 points. 
Cheep-cheep. Is it a flying fish or a bird that swims? Sometimes she lives in 
the water, where you cannot get at her from above. When she sprouts wings 

and flies, you can try out your stomping feet. 

Hammer Brothers. Twin brothers who throw their name around. You can 
throw fireballs or land on them for a hard 1,000 points. 

King Bowser. His Royal Evilness, the King of the Koopa. He’s the one who 
stole the Princess. He’s dangerous, but no match for the Axe or fireballs. Our 
spies tell us that you'll earn no points for dispatching the king with the axe. 

Koopa Troopas. Soldiers of the Turtle Empire. Green Koopa Troopas will 
chase after you. Jump on them and they’ II freeze for a while; kick the frozen 
troopa to knock them out of the way for 100 points. A cousin is the Red 
Koopa Troopa, a scaredy-cat turtle who might run at you or run away from 
you. 

Koopa Paratroopas. Flying Koopa Troopas who sometimes get a little bit out 
of control. The Green Koopa Paratroopa is a wild and crazy guy, he floats 
around without much pattern until he suddenly comes at you. Stomp on him 
for 400 points. A cousin is the Red Koopa Paratroopa, who is a bit more 
predictable. 

Lakitu. His head isin the clouds, where he spies on Mario and Luigi from above, 
dropping Spiny’s eggs. 

Little Goomba. The turncoat mushroom who betrayed the Mushroom King- 
dom; stomp on him for 100 points. 

Mushroom Retainers. Loyal servants of Princess Toadstool, but living under 
the spell of the evil Koopa King. 

Pirana plants. Mario and Luigi-eating guys who lurk inside of innocent 
flowerpots, waiting for the right moment to pop out and have lunch. Don’t 
even think about landing on top of them: they’re hungry. Avoid them or shoot 
them down with fireballs for 200 points. 

Podoboo. A dedicated defender of the Koopa King, he hides in the lake of fire. 


Spiny. Lakitu calls him a pet; you’ll call him a pest. Don’t land on those spines. 
You'll also run into Spiny’s Eggs, as dangerous as Spiny itself. 


POWER ZOOMING 
There are two secrets here, Use them to help you practice. Remember that to 
become a real champion, you should make your way from the start to the end 
of the game without continuing or warping! 
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The Secret Continue Button. When you lose all of your lives at an advanced 
stage in the game and would like to continue from near the point where your 
character died, hold down the “A” button and press the Start button twice. 
You'll come back into the game at the level you left. 

The Warp Zones. There are three places in Super Mario Bros. where you can 
warp from one world to another. The first one is at the end of Level 2 in World 
1: stay on the elevator and ride it to the top and jump off on the top row of 
blocks. Run along the roof here until you come to the Warp Zone. The other 
two places to warp can be found in Level 2 of World 4. 


SECRET DANGER! 
Don’t stop swimming in water worlds, or you will be sucked down to the 
whirlpool at the bottom. 


1 ALWAYS WANTED TO KNOW 

Why don’t I always get the fireworks (and the extra points) when I make 
it to the flagpole at the end of each level? Watch the timer. If last digit of 
remaining time is 1, 3 or 6 when you hit the pole, you'll get 1, 3 or 6 firework 
displays, each worth 500 points. With a little bit of practice, you should be able 
to time your leap. 

It is even more important, though, that you take a good flying leap off the top 
of the pyramid toward the flagpole: land on top of the flag for 5000 points if 
you can. 


Super Mario Bros. 2® 


Age: 6 to 16 
Difficulty: Hot Dog 


You remember our friend Mario? Well, he’s retired from his exhausting effort to 
rescue Princess Toadstool in the Mushroom Kingdom. He’s taking a nap one day, 
and he has the strangest dream: 


Subcon, the land of dreams, has been cursed by the evil Wart, and is com- 
pletely under his spell. Mario hears a voice calling on him to rescue the peo- 
ple of Subcon. 


A bolt of lightning flashes, and Mario awakes in his own little bed. He calls on 
his brother Luigi and his friends Toad and Princess and tells them about the dream. 
Together they go to a mountain for a picnic. There they find a small cave. Inside 
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they discover a great stairway leading upwards. It is just like the one in Mario’s 
dream, and when they go to the top of the stairs and open the door, together they 
find the world of Subcon! 

Like Super Mario Bros., this is a moving challenge game. But rooms stretch out 
left and right and up and down from the starting point. There are underground 
rooms, called Sub-spaces, throughout the worlds. There are vines and chains to be 
climbed, too. 

Unlike Super Mario Bros., the sequel game does not count points or include a 
timer. Instead, your goal is to progress all the way through the worlds and their 
various levels, defeating enemies, until you arrive at the final level. 

In fact, Super Mario Bros. 2 is not strictly a sequel. Although the boys are back, 
their powers and the game action are different. This is more of an adventure game 
than an arcade action game. It is actually an adaptation of the Japanese Nintendo 
game called “Dream Factory.” 


MANUFACTURER Nintendo of America/(206) 885-7529 
NUMBER OF PLAYERS 1 
CHARACTERS 


You can choose from among Mario, Luigi, Toad and Princess Toadstool. We’ ve 
ranked the characters and their relative strengths for you: 
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Luigi. The highest and farthest jumper, but he jumps slowly. When he is 
carrying an item, he loses a lot of jumping power. 


JUMPING: A 
LOADED JUMP: ic 
LOADED RUN: C 
MUSHROOM GRAB: € 
Mario. Usually has average jumping power almost everywhere. Jumps less 

when he is carrying an item. 

JUMPING: B 
LOADED JUMP: B 
LOADED RUN: Ẹ 
MUSHROOM GRAB: € 


Princess Toadstool. The third best jumper, she’s the number one floater. But 
when she’s carrying an item, she’s pretty weighed down. 
? o 


JUMPING: 

LOADED JUMP: D 
LOADED RUN: D 
MUSHROOM GRAB: D 


Toad. (Mushroom Retainer). He’s the poorest jumper of the available charac- 
ters, but he’s a strong little guy. 
JUMPING: 

LOADED JUMP: 
LOADED RUN: 
MUSHROOM GRAB: 


rrr 


CONTROL PAD 
Different characters act differently, depending on the situation. 


Arrows: The arrow keys move you left or right. Push the up arrow to climb up 
vines and ladders; the down arrow sends you down vines and ladders, or 
makes you duck. You can also use the control pad arrows to change the 
direction of your character in mid-jump. To go through an open door, stand 
in front of it and press the up arrow. 

“A” BUTTON: Jump. Each character has different jumping characteristics, 
and also is affected differently by a load they might be carrying. 

Special jumps. Press the “A” button while standing still and you’ll hop 
where you are. Fora running jump, press the “A” button while holding down 
the left or right arrow key on the control pad. You'll jump higher and faster. 
The highest jump is a “Power Squat.” Hold the down arrow key and then 
Press “A”, or push the “B” button and then the “A” button. 

“B” BUTTON: Accelerate. Hold this button down and move the control pad 
left or right and you will run faster. 
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Pick up items or lift enemies. Stand on the clumps of grass and press “B” 
to grab hold of the vegetation and whatever might be underneath. Stand on 
amushroom block and press “B” to lift it. 

Throw items or enemies. Press the “B” button to drop a bomb or other 
item you may be holding (including an enemy) near where you are. Press the 
“B” button and hold down the left or right arrow on the control pad to throw 
the item farther. 


NUMBER OF WORLDS: 7 
NUMBER OF LEVELS: Total of 20. 


NUMBER OF LIVES 

3 to start. You lose a life when the life meter gets to 0. The meter starts at the 
number 2 position; you can build up the meter to a maximum of 4 marks. 

There are a number of ways to gain extra lives, including a pass at the Bonus 
Chance slot machine which appears when you clear each area. Here you get 
one play for each coin you’ ve collected. You can win as many as five extra lives 
if you roll three cherries on the slot machine. 

There are 1-Up mushrooms scattered about; some are next to Power Blocks 
or inside Vases. 

As with any game, it is always worth while to go out of your way to grab an 
extra life or two: it may be the only way to get to the end. 


SUPER SECRET! 
The Power Blocks (POW) are one of your best weapons, and here’s a way to 
double the punch! Bring a Magic Potion next to a Power Block, and then drop 
the potion to enter Sub-Con. Within Sub-Con, pick up another Power Block and 
then just sit where you are waiting for Sub-Con time to run out. When it does, 
you'll find yourself back up top, holding onto a Power Block, with the original 
block right where you left it. 


| ALWAYS WANTED TO KNOW 
How do I get past Birdo? Watch out for those eggs he’s throwing. When you 
get the chance, jump on top of an egg and then quickly use the “B” button to 
pick it up, and then throw the egg back at him. You’Il need to do it three times. 


FRIENDS 
Look for these to make your character even more powerful. 


1-Up. Grab one for a new life. 
Bomb. They have a short fuse. Use them to blow down walls or enemies. 
Coins. Collect them for extra lives. 
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Cherries. Harvest a crop to lure the Starman. 

Flying carpet. Soon after meeting Birdo, you’ll encounter Pidgit and his 
magical flying carpet, a ride you’re going to want to try. Move quickly here 
and jump onto Pidgit’s head, or onto the middle of the carpet. Pick up Pidgit 
and throw him overboard, and then use the arrow keys to pilot your carpet 
gently downward or in the direction you'd like to travel. 

Grass. Pick it, it may enrich you. 

Heart. Adds another to your life meter. Given as a reward for defeating a lot of 
enemies. 

Key. And what do you need keys for? You can also throw them. 

Magic potion. Throw a spell. 

Mushrooms. Worth an extra mark on your life meter when you find them. 
You’ll find them near potions and other places when you enter Sub-Space. 

Mushroom block. You can step on them, throw them, use them as a lid or all 
of these! 

POW. Your most powerful weapon! A power block that lets loose an earth- 
quake and clears out your enemies. Try one, you’ ll like it. 

Rocket. Surprise! Pull up grass at the right spot and you’ ll find a rocket that can 
zoom you to another place. 

Secret rooms. Under the jars. Land on top and press the down arrow. 

Starman. Gives you the power to be invincible for a while; pick cherries to 
summon him. 

Stopwatch. Freezes the enemy for a while. Appears with every fifth vegetable 
you pick—keep count and use the stopwatch when you most need it! 

Turtle shells. Weapons that slip, slide away. They’ll skitter along the ground 
and crash into the enemy. 

Unripened vegetables. Feed them to your enemies. 

Vegetables. Pick ’em and throw ‘em. Grab five and a stopwatch will appear for 
a while. 


ENEMIES 
Albatoss. Old Alba, he tosses Bob-Ombs. 
Autobomb. The “bad dream machine,” you’ll often find one carrying a Shyguy. 


Beezo. A flying Shyguy. Dressed in red he dives at you; outfitted in pink, he 
flies straight and steady right at you. 

Birdo. Oh no. Here comes an egg! The first of the Little Bosses, this character 
spits eggs at you. To get past him, hop on top of a flying egg, pick up the egg 
with the “B” button, and then aim and throw the eggs back at him. Three 
strikes and he’s out! 

Bob-Omb. This guy has an explosive temper. 

Clawgrip. Watch out for that pincer. 

Cobrat. We wish he’d stay asleep in that jar. 
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Flurry. A cold, cold guy, he’ll skate after you. 

Fryguy. Made out of fire, he can become spitting mad. 

Hoopster. A creepy, crawling ladybug on the vines. 

Mouser. Sweet little Mickey he ain’t. You’ll need three bombs, all right. 

Ninji. A pair of little devils, Number 1 will chase you while Number 2 stays in 
one spot jumping up and down. 

Ostro. Public transportation, often used by Shyguys. 

Panser. A red pepper of a plant, it shoots fire. 

Phanto. The phantom of the keys. He’ll chase you if you grab one; put the key 
down for a while to distract him. 

Pidgit. It’s his flying carpet and he’ll fly if he wants to. 

Pokey. Don’t poke Pokey; he’s covered with thorns. 

Porcupo. This is one guy you won’t want to sneak up on. 

Shyguy. He may be shy, but he’s still a pain. You’ ll find the Red Shyguy all 
over the place, often catching rides on the backs of Birdos and Autobombs; 
the Pink Shyguy haunts the hills. 

Snifit. He doesn’t really sniff; he spits. Bullets. Comes in three flavors: basic 
red, hill-haunting pink and jumping gray. 

Spark. An electric sort of guy, he circles around underground. 

Trouter. This fishy guy bugs Mario. 

Tryclyde. Old Clyde has three heads and triple strength. Build yourself a fort 
made out of blocks and then toss the blocks at him. 

Tweeter. Who was that masked bird? Land on his head between hops, if you 
can. 

Wart. The chief mischief-maker of the World of Dreams, he pulls all of the 
strings from offstage. You’ll meet him face to ugly face at the end of World 
7. 


WATCH OUT FOR THESE! 
Fire. When Panser is hot, you'll know it. Throw a Shyguy. 
Occupied Jars. Sometimes you'll find a Cobrat at home. Grab them and throw 
them before you enter. 
Quicksand. If you fall in, don’t stop moving! 
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Wizards & Warriors™ 


Age: 6 to 16 
Difficulty: Apprentice-Master of the Game 


nin, EVI 1i, 
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The great Wizard Malkil, once so great that he taught Merlin, has turned to the 
dark side in his old age. 

This guy Malkil has kidnapped the princess (don’t they all!) and is keeping her, 
along with six other fair maidens (aren’t they all?) in his creepy castle, deep in the 
dark woods of Elrond. Your mission, should you decide to accept it, is to rescue 
the damsel. 

You'll travel to caves of fire, caves of ice, treacherous tunnels and blinding 
mazes. And this is just the first adventure! 

Wizards & Warriors is more than a game; it’s a commitment to a whole other 
culture. It is a near-cousin to the Dungeons & Dragons series of adventuring games 
that began as paper-and-pencil battles derived from thick books of spells, secret 
passwords and instructions. 
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In the section that follows, we'll give you some reference material that will help 
you as you explore this complex world. 


MANUFACTURER: Acclaim/(516) 624-9300 
NUMBER OF PLAYERS: 1 


CONTROL PAD 

Arrows: Move left or right with the appropriate arrow key. To Crouch, press 
the down arrow. To Levitate, press the up arrow while holding a special item. 

“A” BUTTON: Makes Kuros Jump. To jump in a particular direction, press 
the “A” button while holding down one of the arrow keys in the direction 
you want to travel. 

“B” BUTTON: Makes Kuros use a Sword or another weapon that has been 
Selected. 


NUMBER OF WORLDS 
7. They are 
First Forest; Blue Caves; Fire World; Pink Caves; Second Forest, and Cas- 
tle IronSpire. 


NUMBER OF LIVES 
3 to begin with. Each life consists of 12 life force units; when all have been 
expended, a life is lost. 


SECRET WEAPONS 
Your basic weapon is your trusty super-sword, Brightsword. You’ll pick up 
other tools along the way. 


ENEMIES 
Elrond is full of nasties. The worst of them is the Wizard Malkil, who will pop 
up all over the place. Watch out also for the Skeleton Changeling. Other bad 
guys include: 


Acid; Acorn; Ant; Arrow; Baby Vampire; Beast; Bomb; Bone; Bones; Bul- 
lets; Deadly Bat; Death Globe; Demon Skull; Eagle; Evil Ghost; Evil Gob- 
lin; Fire Spout; Fly; Ghost; Guardian; Hornet; Hornet’s Nest; Jr. Rock Face; 
Lightning; Medium Bone; Prickly End; Queen Spider; Red Devil; Rock 
Face; Rock Pillar Beast; Skeleton Changeling; Skeleton’s Medium Bone; 
Skeleton’s Big Bone; Skeletons’ Small Bone; Skull Hive; Snake; Souls; Spi- 
der; Vampire Bat; Werewolf; Winged Goblin; Wizard; Wizard's Fireball. 
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FRIENDS AND SPECIAL TOOLS 

As tough as your challenge in the forest of Elrond seems, it helps to keep in 
mind that the powers of goodness and truth are on your side. The woods, caves 
and the castle are filled with secrets that will help you, if you can find them. 
You’ll want to pick up everything you come across; nothing is without a 
purpose. 

Some of the weapons and items of magic will replace whatever you are 
presently carrying. Only the ones we’ve marked with an asterisk can be carried 
all the time, once you find them. Here are the things you may find: 


Acorn, Torch, There are hidden Bonus Objects behind them. 

Alarm Clock. Set it and it will freeze all enemies until the bell goes off. 

Axe of Igor*. Some players consider this weapon more powerful than 
Brightsword. 

Boots of Force. Opens chests. The manual says it will also open doors and who 
knows what else without keys, but our testers haven’t proven this. 

Boots of Lava Walk. No hot feet with these! 

Chests. You’ll find red, blue and purple boxes filled with riches, magic or 
weapons. In order to open the chest, though, you’ll need the Key of the 
matching color or be wearing the powerful Boots of Force. 

Cloak of Darkness. Put it on and you're as good as invisible. 

Coins. Available in large and small denominations, they’re worth extra points. 

Dagger of Throwing*. A valuable weapon you can use over and over again. 

Doors. Also in red, blue and purple, and also requiring the proper color Key to 
open the lock. 

Exploding Egg. Toss it, stand back, and watch it clear the screen of enemies. 

Feather of Feather Fall*. Float down to earth; useful to reach to some 
hard-to-get-to places. 

Gems. The coin of the realm, you’ll want to collect them to bribe the guardian 
monsters you'll find. Red Gems are worth twice as much as Purple Gems. 

Knife. Helps you throw the knife further. 

Potions. 

Blue: Extra speed. 
Purple: Extra jumping power. 
Red: Invincibility. 

Potion of Levitation*. Lets you float; use it with the up arrow. 

Scroll. A quick glance at the map. 

Shield*. Protects against enemies. 

Staff of Power. Goodness, gracious, Great balls of fire! 

Wand of Wonder. Freezes anything in its beam. 
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SCORING POINTS 
You will score points for collecting special items as well as defeating many of 
the enemies in the game. Here is a summary of the value of various items: 


Ant, Baby Vampire, Fly, Ghost, Hornet. 25 points. 

Bullet. 35 points. 

Lightning, Skeleton’s Big Bone, Skeleton’s Medium Bone, Skeleton’s Small 
Bone. 50 points. 

Jr. Rock Face. 65 points. 

Eagles. 65-200 points. 

Bomb. 75 points. 

Deadly Bat, Small Knife, Spider. 100 points. 

Souls. 100-1,000 points. 

Gems. 100-200 points. 

Death Globe, Keys, Small Axe. 200 points. 

Coins, Evil Goblins. 200 or more points. 

Bones, Winged Goblin. 300 points. 

Arrow, Red Devil. 400 points. 

Acorn, Alarm Clock, Exploding Egg, Food, Potions, Snake, Torch, Were- 
wolf. 500 points. 

Axe of Agor, Boots of Lava Walk, Boots of Force, Chest, Cloak of Darkness, 
Dagger of Throwing, Feather of Feather-Fall, Potion of Levitation, 
Scroll, Shield, Staff of Power, Wand of Wonder. 1,000 points. 

Treasure Hoard. 5,000 points. 

Chalice, Orb. 10,000 points. 

Demon Skull, Evil Ghost, Queen Spider, Rock Face, Vampire Bat. 20,000 
points. 

Skeleton Changeling, Wizard. 50,000 points. 

Acid, Fire Spout, Guardian, Hornet’s Nest, Prickly End, Rock Pillar Beast, 
Skull Hive. Indestructible! 


In addition to the coins and gems, you’ll find other items of value on your 
travels. Here’s what they are worth: 


Chalice. (A drinking cup) 10,000 points 
Orb. (A sphere with a cross on top, symbolizing the power and justice of the 
king) 10,000 points 
Treasure Hoard. 20,000 points 
Damsels in Distress. These come in different flavors: 
First Damsel. 50,000 points 
Esmeralda. 100,000 points 
Galadriel. 200,000 points 
Grizelda. 300,000 points 
Penelope. 400,000 points 


274 Ultimate Unauthorized Nintendo Game Strategies 


| ALWAYS WANTED TO KNOW 
How do I get through the Fire World without getting a permanent hot foot? 
You're not barefoot, are you? Get yourself a pair of Boots of Lava Walk to 
cruise along the hot stuff. You can also hitch a ride on one of the lava bubbles 
to getover chasms and other obstacles; just be careful that you’renot ona bubble 
when it hits something, because it will break and tumble you off. 

How do I get the Red Key to get out of the Red Caves in the third level? The 
key is hidden on the other side of a large ledge at the top of the screen. In order 
to get across the ledge, you’re going to have to stand and fight things that come 
by. Keep fighting until one of them drops the Blue Potion. This makes you run 
faster and lets you get across the big ledge. 

Okay, what about the pink door and key? Towards the end of the game, you’ ll 
find a pink castle with a pink door at the top. The key is located at a point below 
the door, on top of a spire of the castle all the way to the left. Jump to the left 
as you climb up, or when you get to the pink door, run to the edge and jump off 
the left side. You'll fall through the air and land on the pink key. 


SUPER SECRET! 
Intrepid Warriors have discovered a quirk in the programming that gives you a 
time warp. From the second forest scene, just past the red caves, head all the 
way left. Now jump up repeatedly by tapping the Up arrow; suddenly, Kuros 
will disappear from the left side and reappear on the right side, except that you 
are now much further into the game. 


POWER PLAYER HINTS 
You can jump off any number of places as well as enemies. But don’t stand too 
long on an enemy, because it will drain away life force energy. 

Study the map of the Kingdom of Elrond that you will see at the start of the 
game; you will have another chance to look at it if you can grab the scroll. You 
may want to draw your own map to help you navigate through the challenge. 

There is a fixed number of gems needed to get out of some of the caves or 
other areas and you can’t carry gems over from one level to another, so there’s 
no point in being a piggy. 

Toclimb the castle wall, use the logical special tools: The Potion of Levitation 
to help you float up, and the Feather of Fall to help you float down. 


POWER ZOOMING 

When all three lives have been lost, you have the choice of Continuing your 
quest at the same level you just left, with three new lives but without the items 
and wealth you have collected, or you can Start all over again at the start. 

To Continue, press any button on the controller within 5 seconds after you 
lose your last life. 

To Start over again, wait for more than 10 seconds and then press the Start 
button. 
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Zelda II: The Adventure of Link® 


Age: 5 to 16 
Difficulty: Apprentice-Master of the Game 


Dear Princess Zelda: 


I don't mean to sound disloyal or anything like that, Your Highness. But I risked 
my life so many times and worked so hard to try to rescue you from the evil Ganon 
so many years ago in The Legend of Zelda. 

Now they tell me you're under his spell again! Don't you have any soldiers of 
your own? Why me? 

Oh, all right. I already have the first two pieces of the Triforce: Power and 
Wisdom. I may as well go for Courage. 


(Signed) Your loyal subject, Link. 
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The goal of this sequel to the bestselling Legend of Zelda is once again to save 
the princess. To do this, you’ve got to collect keys that are located in enchanted 
crystals in the heads of stone statues. The statues are located in each of six palaces. 

This game is so complex, and there are so many different special hints and secret 
discoveries made by intrepid Link-watchers, that we have decided to dispense with 
our ordinary format just this once and instead pass along a whole bunch of hints 
we think you’ll treasure. 

Before you get very far into the game, make sure that you understand how to 
Save your progress. This game is one of the ones with a battery-powered memory 
and you should make use of that feature to keep experience points and treasure you 
have earned. Also don’t forget to hold in the Reset button when you turn off the 
power; this is a safeguard for the memory you have stored. 

What should I do first? Most Zelda experts agree that you should spend your 
early time building up the strength of your newly created character. 

You can hope to find treasure troves that will include items that will add to your 
strength, but in general, you’re going to have to fight someone or something. One 
way to do this is to fight every beast you can find in suburbs of Hyrule. You'll need 
to collect at least as many points as are indicated alongside the word NEXT at the 
top right of the screen. That is the number of points needed to be able to raise your 
Attack, Life or Magic level. 

Where in the world am I? Remember that everybody has to be somewhere. If 
there is any game where you must get in the habit of making your own maps, or 
consulting someone else’s regularly, this is it. The makers of Zelda II have been 
kind enough to include a map of the opening scenes that will take you as far as the 
first palace—you'll find it in the instruction manual on pages 41-42. 

So where do I go? In the quest of the first palace, look at the map and set your 
course for these two places: to a small growth of trees at the southern (bottom) edge 
of the Tantari Desert and also to the secluded town of Rauru. In Rauru you should 
speak to everyone you meet. They’ ll help you find the magic shield (it looks like 
leather armor); put it on to reduce in half the amount of injury that an enemy can 
cause you. In Tantari there’s a treasure trove that will boost your Life points by 50. 
Now you're ready to go out and fight. 

When I enter a cave, the creatures there can see me, but I can't see them. They 
win, Remember that no matter how weird this game gets, some form of logic 
usually applies. What do you do when it’s too dark to see in your room at home? 
You turn on a light, of course. What kind of lights did they use hundreds and 
thousands of years ago? In this case, you'll need to go and find a candle. 

Okay, so where are the candles? These are the things you should be able to find 
for yourself as you begin to explore. So, if you don’t want us to tell you, stop reading 
this paragraph now. Okay? For those of you who just must be told, you'll find a 
candle inside Parapa Palace. You may have to go through one cave to get there, 
but luckily it is a simple one with a single enemy. You might want to pick up a 


All-Time Classics 277 


heart container in the southeast (bottom right) comer of the desert to boost your 
life points before you go into the palace. 

I think amalways ending up withmore magic than I need. AmI doing something 
wrong? Think about it this way: If we told you that in five minutes we would look 
at how much money you have in your pocket and then make up the difference so 
that you would walk away with $100, what would be the logical thing to do? If 
you answered, “Spend every penny I have in the next five minutes,” you may have 
a future on Wall Street. If you come across a red magic bottle (one that will fill up 
your magic points to the top, no matter how much or how little you have) take the 
time to spend as many of your points as you can before you pick up the bottle. Put 
on the shield, grab a candle, whatever. If you come across a blue bottle, cast as 
many spells as you can before you pick it up. 

What should! do with those pretty statues out front of the palaces? Smash them, 
of course. Many of them will have special items within. There are also some 
interesting things in statues you’ ll find inside the palaces. 

The palaces are supposed to turn to stone when I leave them, right? Why don't 
they? The palaces will remain unchanged if you leave some critical item behind. 
You'll have to go back in. 

Why do enemy life meters sometimes appear before the enemies do? Don’t ask 
why, just take advantage of a second or two of advance notice to get ready to fight 
some big bad guy about to appear. 

How in the world do I get into the island palace? It's too high for me to reach. 
You’ve got to get the fairy spell to be able to fly up to the ledge. To get the spell, 
visit the town of Mido before you go to the cemetery. Go west (left) to find a cave 
blocked by a boulder. Break the rock with your hammer and retrieve the Water of 
Life. Bring that water to rescue the sick child in Mido and you will be rewarded 
with the fairy spell. 

T'ma real hot Zelda zombie, and I ve gotten through the first five palaces, but 
I can’t find the sixth. Help! You’ve got to obtain the magic key, a magic container 
and a secret spell from the hidden town of New Kasuto. Then you’ll need the Spell 
of Thunder from Old Kasuto and the flute. Play your flute at Three-Eye Rock and 
you’ ll find the sixth palace. 

Okay, I’ Il bite: Where is the hidden town of New Kasuto? Head for the cave that 
is north (above) Three-Eye Rock. You’ll come to a spider; blow your whistle and 
he’ll scurry away. Go east (to the right) until you enter a cave. Keep on moving to 
the right to exit the cave. In the forest, you’ll find a hammer you can use to cut 
down some trees. What? Is that a town you've discovered? 

Sometimes when I cast a large spell I seem to use up more power than at other 
times. What gives? Ah, you may be on the edge of the amazing Zelda Time Warp. 
It requires that you have the vial that brings your magic power to its maximum 
level. First choose the spell you want to cast, then drink the vial and immediately 
cast the spell, as quickly as you can. If you can get the timing right, you will be 
able to cast the spell without using much of your power. 
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ENEMIES 
There are literally dozens of different types of creepy creatures and awesome 
enemies in this game. Here are some of the nastier guys, with some hints on 
dispatching them. 
The Plains is a wide-open place where you'll have a great deal of maneuver- 
ability. There are two principal enemies here: 


Bit. A red lump of jelly. 
Bot. A blue bit, with the ability to jump. Swing low with your sword. 


The Cave is dark and complex. The main monster here is: 


Ache. Which is what you will feel if this bat gets you. When they dive down 
from the trees or tops of the caves, they can suddenly develop a fiery tongue. 
You can get rid of them with your sword if you can get close. 


The Desert is filled with creepy crawlers. 


Geldarm. This is one big bug with its feet on the ground and its head in the sky. 
Start with the feet, and when it lowers its head take it off. 

Goriya. He’s a little devil with a boomerang. He doesn’t look like a gorilla, 
either, but more like a wolf in a soldier suit. Whatever. You'll need to get in 
close, blocking as many of the boomerangs as you can. Back in a return 
engagement from The Legend of Zelda, Goriyas also live in the plains and 
caves. 

Lowder. A beetle that can eat your life points. Look for these creeps in caves, 
too. 


Lots of creatures live in the Forest, including 


Deeler. A spidery guy, he drops down from the trees to make his attack. The 
ted ones are pretty easy targets for your sword; if you hit the web holding a 
blue one, he’ll fall down to the ground and come at you from there, which 
makes him a much more difficult target. 

Moby. A swooping, evil eagle. With your sword, it is all a matter of timing. 

Molblin. A spear-throwing devil; didn’t we meet him in the first Link adven- 
ture? Watch out for the spears. If you can get in very close, he won’t be able 
to get off any good lobs. 


Up ona small hill, you’ll find the Graveyard. 


Moa. The flying eye, this ghostly creature can only be seen if you possess the 
cross. 
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There are some strange creatures in the Swamp, and Link must also beware 
of falling into the mud. 


Daira. An alligator with a nasty ax. 

Octorok. Octo for octopus, Rok for the rocks it spits. Use your shield to deflect 
the rocks; once you’re close, this guy is easy to dispatch with your sword. 
We first met him in the Legend of Zelda. 


The king has filled his palace with very strong, very nasty nasties. Be sure 
that your life, magic and experience levels are high. 


Helmethead. A difficult warrior to defeat, he throws fireballs and wields a 
wicked sword. He gets his name because he wears no less than two helmets, 
and there is the weakness. Jump up and knock off the helmets twice; when 
his head is exposed, he is an easier target. The helmets, though, will continue 
to spit fire. 

Horsehead. One tough guardian, your best bet to defeat him is to move to the 
left side of the screen and then jump up at him, making slashing moves. You 
have just a slightly longer reach than he does, so this is one guy you don’t 
want to get too close to. 

Ironknuckle. Where does the armor end and the warrior begin? Carries a sword 
and shield. 

Myu. A tiny, nasty slime with spikes. 

Stalfos. A skeleton with a sword; he doesn’t use his shield very well, so swing 
away with your own sword. Some of these guys can jump around pretty well. 
Back from the first adventure. 


TYPES OF MAGIC 

Fairy. Makes you into a flying fairy, able to reach some places you might 
otherwise never get to. 

Fire. Allows you to throw a fireball while swinging a sword. 

Jump. Boosts Link’s ability to soar. 

Life. These heart symbols will help Link recover some of his lost Life points. 

Reflect. Bounces back enemy magic onto the magician. 

Shield. Boosts Link’s life level for a while and reduces damage from an enemy 
in half. 

Spell. Allows Link to cast mysterious incantations. 

Thunder. The most powerful of the eight types of magic. Link must have be 
strong in order to use it. 


SPECIAL ITEMS 
Boots. For flying feet. 
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Candle. It used to be dark in here. 

Cross. Removes the cloak of invisibility from some enemies. 

Doll. A little Link, he’ll boost your life points by one. 

Flute. Plays the mysterious music of Hyrule and brings out special powers. 

Hammer. Are there any trees or rocks in your way? 

Handy Glove. With this and your sword, you can break blocks in the palace. 

Heart Container. The secret of long life. Grab one to increase your life point 
containers, and restore the points within. 

Magic Container. The secret of strong magic. Increases magic containers by 
one and restores points. 

Magic Jar. Available in red and blue colors; recovers magic points. 

Magic Key. And what are keys for? 

Raft. Overseas transportation. 

Treasure Bag. Most of them contain experience points; some also have bad 
guys within. 


"4" 


Preview!!!! 


720° (Mindscape) ™ 


Age: 6 to Adult 
Difficulty: Hot Dog-Master of the Game 


If you’ve always wanted to skateboard, but had the good sense to stay with safer 
events like skydiving without a parachute, then you should check out “720°,” a 
translation of the Atari video arcade game to the Nintendo system. (This game was 
developed before the somewhat similar “Skate or Die” skateboarding game pak 
and the skateboarding section of “California Games.”) 
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We looked at a preproduction version of the game; in addition to the arcade 
version, you can also see personal computer versions of 720° for many systems. 

You start the game with a tour of the Main Park, which has its own course and 
obstacles, including wild drivers, marauding thugs and Frisbee players. You're 
headed for the competition, where there are four events to be won: the Downhill, 
Slalom, Jump and Ramp. You must complete each event in a specified period of 
time. There are several class levels of play; you must complete the four events to 
graduate. 

You’ll score points by completing events, with extra markers for completing 
super spins and jumps. The highest award, of course, goes for completing a 720, 
which is two complete revolutions while in midair. (You can work your way up 
by starting with 180s, 360s and 540s.) 

You begin the game with $100 and access to four shops in the Main Park where 
you will buy your skateboard, helmet, shoes and pads. You'll want to upgrade your 
equipment as soon as you can; look for more dollars as you cruise the park and in 
cash awards for winning events. 

The Downhill park, filled with hairpin turns, is built on stilts out over the water. 
You're going to have to jump from one section of the course to the other; when 
you’re a real hot dog, include a spin while you’re in midair to pick up the points. 

The Slalom competition is a zoom between a series of gates like an Olympic 
skiing race. You'll pick up needed seconds on the clock for each gate you 
successfully navigate. 

The Jump requires you to get your timing just right as you come to the lip of a 
ramp. There are bonus markers if you can aim your landings just right, and extra 
points for spins and super jumps. 

Finally, there is the Ramp competition, a concrete surfing park. Here you zoom 
down and up the sides of a drainage pipe, doing jumps, spins, handstands, slides, 
skating handstands and other hot dog skateboarding tricks. 


The Adventures of DinoRiki 
(Hudson Soft) ™ 


Age: 5to 16 
Difficulty: Hot Dog 


This is a story of a brave boy among the dinosaurs. (Of course, the dinosaurs were 
long gone before human beings arrived on this planet, but there weren’t any 
Nintendo games, then, either.) 
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DinoRiki sets out on a quest through quicksand swamps, dark caverns and deep 
canyons, fighting off dinosaur bosses including Tyrannosaurus, Pteranodon, Mon- 
ster Fly and Giant Cobra. His weapons begin with rocks and boomerangs and 
progress to the discovery of fire. 

Special items include Turbo Boots (for high-power jumping), the Power Fist 
(for improved weaponry), Airy Bird (for the power of flight) and Macho Riki 
(transforms Dino into an ancient warrior relative.) 


CUB 
Ce 


All-Pro Basketball™ 


Age: 6 to Adult 
Difficulty: Apprentice-Master of the Game 


Here’s a new treat for hoop fans that brings the intensity and energy of professional 
basketball to the small screen with some interesting electronic special effects. 

There are four types of play: 1 player against the computer; 2 players cooperat- 
ing as one team against the computer; 2 players going head-to-head, anda TV mode 
where you select two teams and watch as the computer controls both. 
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The game is full of action, with the player controlling driving, passing and 
shooting. When you or your opponent manages to break open a player for a driving 
layup, the screen will suddenly shift from an overhead courtwide display to a 
high-resolution closeup of the player leaping, twisting and stuffing the ball into the 
hoop. 

You have a choice of playing with any of eight fictitious pro teams (their names 
sound somewhat similar to real teams, don’t you think?) including the Boston 
Redcoats, Chicago Zephers (their spelling, not ours), Dallas Stallions, Los Angeles 
Breakers, New York Slicks, Phoenix Wings, San Francisco Bayriders and Seattle 
Sonics. According to our sources at Vic Tokai, the LA Breakers are about as 
dominant as the LA Lakers. 

But even more interesting is the fact that each of the various teams has different 
characteristics; one may have more defensive power under the baskets, while others 
may be all offense. And the different players—phonies that they are—possess 
different playing abilities. You'll need to rest certain players, and there are others 
you’ ll want to bring in for defense late in the game. 

The game follows most of the rules of professional basketball, and your players 
can and will be called for traveling, charging and shot clock violations, among 
other fouls. There are three-point plays, substitutions from the bench and even a 
half-time cheerleader show. 

Here’s a sampling of some of the controls. When you’re on offense, the person 
you are controlling with has a little #1 above his head. Pressing the “A” button will 
cause him to pass to the player waving at him across the court. To jump, press the 
“B” button; to shoot, press the “B” button twice quickly. For a jump pass, use the 
“A” and “B” button combination. 

On defense, you can steal the ball by grabbing it as it goes by. The “A” button 
makes your player nearest the ball raise his arms in an attempt to block the shot. 

In the two-player mode against the computer, there are two active players, each 
under the direction of a different NES controller. 


The Battle of Olympus™ 


Age: 6 to 16 
Difficulty: Hot Dog 


It’s nice to have an adventuring game with a setting other than some Asian jungle 
or urban battlefield. That’s the case with the new game, “The Battle of Olympus,” 
due out at the end of 1989. The game can also get personal with you: tell it your 
name at the start of the game, and it will call you by name as you play. 
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The game is set in the village of Elis in ancient Peloponnesus, a region of Greece. 
Elisis the home of the fabled beauty Helene and her gentle but brave lover Orpheus. 
In the legend followed by the game, Helene dies a tragic death after she is bitten 
by a venomous serpent. 

Poor Orpheus, deep in his grief, hears the voice of Aphrodite, the goddess of 
love. He is told that Helene has not really died, but instead her soul has been taken 
away by Hades, the god of the nether world of Tartarus, so that he can make her 
his queen. 

For mythology fans, the story appears to be vaguely related to the Greek legend 
of Orpheus in the Underground. The story is no more realistic than most of the 
other adventuring games for the Nintendo system, but it does draw on classical 
mythology. Perhaps the game will convince some players to read some of the books 
of Greek Mythology to learn more about the rich literature that has been handed 
down over the centuries. 

Orpheus sets out on a brave quest to save Helene. This is a one-player game; 
players can return to earlier games by entering the passwords they obtained (the 
passwords are called “Words of the Gods” in this game). 

In order to save Helene, you'll have to guide Orpheus through eight lands before 
you reach Tartarus. The journey begins in Arcadia, a secluded village and then 
progresses to: 


Peloponnesus. A mysterious maze forest, with a swamp where the almost-un- 
killable serpent Hydra lives 

Crete. Here you’ ll find the labyrinth of the Minotaur 

Attica. The location of Elis and Athens 

Laconia. The ruins of a great palace and also the location of a legendary 
undersea cave 

Phrygia. The ruins of a complex maze, with both inner and outer areas 

Argolis. A region of treacherous caves and valleys 

Phthia. An endless mountain range at the entrance to Tartarus. 


You’ ll start your quest armed only with a club, but will be able to pick up a 
number of special items through the course of the game, including the Divine 
Sword, the Harp of Apollo, the Ocarina (a musical instrument that gives you the 
power of Poseidon), the Shield of Athena and the Bracelet of Power. 

Along the way, you’ll meet the god or goddess of each of the eight lands, and 
they will give you an important item. You'll be introduced to Zeus, the king of the 
gods; Athena, the goddess of wisdom and battles; Poseidon, ruler of the seas; 
Apollo, the god of the sun and art; Hephaestus, god of metalworking and 
handicrafts; Artemis, the goddess of the moon, and Hermes, the messenger of 
Zeus. 

Bad guys include Cerberus, the three-headed dog at the entrance to Tartarus; 
Centaur, half-man, half-horse and armed with a bow and arrow; Lamia, a vampire 
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shaped like a woman from the waist up, a serpent below that; Minotaur, a man 
with a bull’s head; Talos, a brass giant; Hydra, the serpent who grows new heads; 
the Lion of Nemea, one of the guardians of the caves of Olympus; Cockatrice, 
the fiery king of the serpents; Gaea, the rock giant, and the Siren, a woman up top 
and a deadly bird below, with a voice that can lure you to your doom. 


Bigfoot™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


Is this a monster game or a car game? Actually, it’s a monster car game. 

“Bigfoot,” due out at the end of 1989, is a five-in-one competition for Monster 
Trucks, the 4x4 vehicles with gigantic wheels and tires big enough to drove up and 
over rows of cars. 

You'll experience the Weight Pull, Hill Climb, Mud Race, Obstacle Course and 
Car Crush competitions, as seen by fans in arenas and televised events in what 
Acclaim describes as “nonstop race, crash, crash and bash action.” 

The game includes split-screen graphics with an unusual perspective as players 
compete head-to-head against a friend or the computer. A dashboard displays 
speed, engine RPMs, temperature and other information. 


Clash at Demon Head (Vic Tokai)™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


In the strange world of Nintendo system shoot-em-ups, this one is weird. It has 
some unusual features, including several underwater chase scenes and a wide 
variety of alternate routes (literally) to the conclusion. 

We previewed a preproduction copy of the game and spoke with the game 
counselors at Vic Tokai for some advance information on this new game. 

The story is this: It is late in the 20th Century, and the Lawbreakers have 
kidnapped Professor Plum, the scientist who has developed the awful Doomsday 
Bomb. The only one who can save the scientist and keep the bomb out of the hands 
of the bad guys is Billy “Big Bang,” last seen lazing on the beach with his girlfriend 
and partner Mary. 
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Bang, as he is known, takes off on a harrowing chase through the roadways, 
valleys and even the underwater reaches that lie at the base of Demon Head 
Mountain. There are 30 different ways to get to Demon Head, and you’ ll have to 
explore most of them for the best solution and special items. You need to retrieve 
the Royal Medallions of the Seven Governors before you can make it to the end. 

Bad guys include Tom Guycot, a skeletal Lawbreaker who is very difficult to 
defeat. He’ll threaten you with a fight to the finish at his desert fortress on Route 
33. There’s also Pandar, cute little deadly Pandas; Mush, who breaks off pieces of 
himself that become bombs; Gazh, a crazy motorcycle-riding lizard and Bopper, 
a cool dude who'll try to run you down in what looks like an amusement park 
bumper car that has gotten out of the park. 

Special weapons and items include aqualungs, a super suit to allow walking on 
lava, a jet pack and super boots. Also be on the lookout for food and Dynapunch 
Drink. 

The secret is to obtain the Force. Before you do that, you need to get to the 
Hermit. And before you do that, you need to collect Hermit Apples. 

Is all of this clear? It will be when you play this wacky game. We particularly 
liked the swimming scene, where Bang could duck beneath the waves to avoid 
some bullets and fire from under the water like a submarine. 
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DuckTales™ 


Age: 4 to 12 
Difficulty: Apprentice 


Aacchh . . . Scrooge McDuck has moved into the high-rent district with his arrival 
on the Nintendo system. At the end of 1989, Capcom released “DuckTales,” the 
second in its series of games developed under license from the Walt Disney Co. 
(The first game pak was “Mickey Mousecapade.”) 

In DuckTales, Scrooge is on a search for hidden treasure in five strange places. 
Among the places he’ll visit are the Amazon jungle, where the scepter of Zarduck 
has been stashed; deep underneath the African continent in search of the Giant 
Diamond of the Inner Earth; way up in the Himalayas to retrieve the Crown of 
Genghis Khan, to the Moon to snag the Green Cheese of Longevity and-home, 
sweet Duckburg. 

Scrooge is assisted in his quest by loyal nephews Huey, Dewey and Louie as 
well as other characters from the DuckTales cartoon show including gung-ho 
helicopter pilot Launchpad, Gizmo the high-tech duck and little Webbigail. The 
old miser can use Launchpad once in each of his adventures to fly him back to his 
safe in Duckburg to stash his loot. 

Oldman Uncle Scrooge hasa regular jump for ordinary obstacles or for grabbing 
onto vines. He also has a “pogo jump” using his cane to zoom over big holes, bad 
guys or to open treasure chests. The pogo jump is launched by pushing the Down 
Arrow and the “A” button and then pressing the “B” button when Scrooge is in 
midair. When you get really good at it, you can pogo jump onto anything in the 
sky—birds, bees and special items—to bounce even higher. 

There are three levels of difficulty in the game, including an easy setting for 
younger players. 

Also due for release at the end of 1989 is “Adventures in the Magic Kingdom.” 
Mickey Mouse and the other citizens report for work at the Magic Kingdom, but 
they find the gates are locked. But that’s no problem, since Goofy has a key, right? 
Hmmm . . . Goofy has been bewitched and is fast asleep deep inside Sleeping 
Beauty’s castle. 

The fourth Disney-character game, expected in 1990, is “Rescue Rangers,” 
based on those rascally chipmunks, Chip and Dale. 
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Genghis Khan™ 


Age: 10 to Adult 
Difficulty: Hot Dog 


The huge ambition of Genghis Khan was to make war-torn Mongolia into a single 
empire that would stretch from China to Europe. 

In this massively detailed historical simulation, you can assume the role of 
Genghis Khan, or of some of his adversaries, Richard the Lion-Hearted, Emperor 
Alexious III or Shogun Minamoto of Japan. You build up your empire, dealing 
with domestic affairs including tax collection and food production. In battle, you 
plan military tactics. A war once won means you must next govern your conquered 
lands and deal with the prisoners you’ ve taken. 

The game can be played by one to four persons ata time. There are two scenarios 
with five levels of difficulty. 


Godzilla™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


MegaMan, Mario, Robocop and all of those others are do-gooders come lately. 
Where were you back in the ’50s when Godzilla and Mothra had to save the world 
to make it safe for video gamers of today? 

Godzilla was one of the first super heros to come out of Japan to America. After 
almost 20 years since his last appearance, he has returned to our shores in an NES 
game pak, “Godzilla: Monster of Monsters.” We saw the game in a preproduction 
version before it arrived at the end of 1989. 

Here’s the story line: In the 21st Century, the Earth receives a declaration of war 
from Planet X, out to conquer the entire universe using an army of space monsters. 

So, who ya’ gonna call? Godzilla, and his good buddy Mothra, of course. 

In this game, the two friendly monsters battle ten awful monsters on eight 
planets, moving from one Ring Field to another toward the final showdown against 
Ghidora at Planet X. 

Talk about bad breath: Godzilla can spew forth deadly radiation from his mouth. 
He can also kick and punch and he also swings a wicked tail. 
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ENTERTAINMENT SYSTEM 


Mothra has a terrific eye beam and a poisonous powder attack. 

The bad guys include Ghidora, the king of the enemy monsters. This flying lizard 
has three necks and uses them for neck punches, It sends out gravity beams. 

Other baddies include Gigan, whose Stingers can revolve like a circular saw; 
Mecha-Godzilla, a robot clone of the good guy; Baragon, whose gold horn sends 
out heat beams and Gezora, a bouncing monster with grasping legs. 
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Infiltrator™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


Have we got a chopper for you! Let us tell you about a few of the optional extras 
and extra options on this baby, the Gizmo DHX-3 Attack Chopper. First of all you 
got your turbine-thrust, dual-propulsion Whizbang Whirler engine, and the 
Whomper turbo booster. But hey, all that power has got to be noisy, right? You 
don't want to annoy the neighbors or let your enemies know you're coming, right? 
So we've added the Whizbang Whisper silent travel feature. 

Okay, but what about weapons? How about the latest Whizbang Waster air-to- 
air heat seeking missile system and the Whizbang ultrasophisticated communica- 
tion systems with computer guidance, control and surveillance. 

Don’t worry about scratches on the paint from enemy missiles, either. Yournew 
chopper comes with anti-heat-seeking missile magnesium flares and an anti-radar 
guided missile chaff disperser. 
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Please do take the time to read the Owner’s Flight Manual included in the box. 
It'll tell you everything you need to know to fly deep into enemy territory, carrying 
Jimbo McGibbitts on one of his three infiltration missions. 

And be sure to study the McGibbitts’ Guide to Ground Installation Infiltration 
(Pocket Edition). 

Infiltrator is an unusual game with a split personality: you'll start each segment 
with a harrowing chase through the skies as pilot of a super chopper. Then you’ ll 
have to get out of the helicopter and infiltrate the enemy compound by foot to 
accomplish your mission. 

This game seems destined to infiltrate its way onto the bestseller list when it 
reaches the stores at the end of 1989; we looked at an early preproduction version. 

You are Capt. Johnny “Jimbo-Baby” McGibbitts, also known as “The Infiltra- 
tor,” pilot of The Whizbang Enterprises Gizmo DHX-3 Attack Helicopter, which 
is also known as “The Snuffmaster.” 

At the start of each game, you will be briefed on your mission just before takeoff. 
Then you'll have to pilot your DHX-3 through fiercely defended enemy airspace. 

Press Start to fire up the engine; wait until it is spinning at 2300 RPM or more 
before lifting off. Remember that this is an aircraft and you are holding a control 
stick, not a steering wheel. Down makes the copter Climb; Up makes the copter 
Dive; Left. Makes the copter bank to the left and Right makes the copter bank to 
the right. 

The “A” button and the Up arrow makes the copter accelerate; the “A” button 
and the Down arrow decelerates. To spin to the right (clockwise), press the “A” 
button and the Right arrow. To spin to the left (counter-clockwise) press the “A” 
button and the Left arrow. 

You’ve got a full set of gauges and displays to monitor. Watch the indicator 
lights to keep track of engine damage, battery overheating, oil temperature, fuel 
level and loss of engine RPM and altitude. 

Also, keep an eye on your Automatic Direction Finder, which will help you 
navigate your way to your target. Be sure to set it properly before you take off. 
Check the Artificial Horizon to help you determine whether you are climbing or 
descending. 

You can use one of your special weapons by pressing the Select button to scroll 
down through available devices; then press the “B” button to select it. 

You have a special communications facility in your helicopter, including an 
identification feature. When you meet another aircraft, you should determine 
whether itis a friend or foe by requesting its ID. When you find a friend, send your 
friendly code; when you come across an enemy, send a false ID. Make a mistake 
here and you may end up in a battle to the finish. 

Here are the three missions you’ll face once your helicopter has delivered you 
safely (!) to the enemy base: 
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Mission One. You’ ve got to go in and neutralize a vat of deadly nerve gas stored 
in the compound of the Mad Leader. Find the four chemical containers hidden 
in the compound and bring them to the lab for analysis—only one of them is 
the one you’ve come for—then use your neutralizer and get out as fastas you 
can. 

Mission Two. The Mad Leader has kidnapped Dr. Phineas Gump, and you’ ve 
got to get him back. It’s pretty straightforward—you need to find the 
invisibility pill (we know it’s here somewhere, we just can’t find where we 
left it) and give it to the scientist. 

Mission Three. Now you will go right after the Mad Leader’s control rooms. 
Before you can open the doors, you’ ve got to find the security card. Set your 
bombs and scoot before the whole place gets real hot. 


When you are on the ground, you will have access to a number of special items. 
You'll carry with you a canister of colorless, odorless sleeping gas to spray when 
you need it; your kit also includes special nose plugs to keep you from falling under 
your own sleeping spell. Also available is a gas grenade that sprays the gas farther. 
You've got a mine detector to expose hidden bombs, and in Mission 3 you’ll have 
your own supply of explosives to accomplish your task. 

When you're inside a building, you'll see a small map at the bottom of the screen 
that will help you determine where you are and where you should be heading. 

If this game sounds complex, you’re right: it is. It has all of the right ingredients 
to make it a game you will want to play again and again, since there are many 
possible ways to make it to the final outcome. 

We spoke with the game counselors at Mindscape for some advanced training: 

How do I land the Gizmo? Watch the ADF (Automatic Direction Finder) dial. 
When it begins spinning and flashing, you are over your destination—either an 
enemy base camp or your own home base. Turn off the Turbo boost, if it is on. 
Reduce your airspeed to 0 knots and begin your descent. Turn on the Whisper Mode 
to add the element of surprise, but keep an eye on your oil temperature when this 
feature is in use. Keep the helicopter stable and don’t land at an angle or you’ ll 
crash. That was simple, right? 

What should I do when I come across an unidentified aircraft? (1) Shoot, or (2) 
Wave “hello.” Here’s how to decide which: bring up your Communications 
Screen, go into Send Mode and Request ID of the unidentified pilot before he 
asks you for your ID. He’ll respond with his code name, and then ask for yours. 
You'll have to learn the names of the bad guys as you play the game, although 
some of them seem obvious (a guy named Scum does not sound too friendly to us). 
Now, go into Send Mode again and respond with your code name. Use Infiltrator 
if you want to reveal your true identity; use Overlord if you want to try to mislead. 

What happens if the other guy asks first? Hmmm. Here’s where you have to 
make a guess about the identity of the other pilot. If you say Infiltrator and he’s 
a bad guy, he’ll attack. If you say Overlord and he’s a good guy, he’ll attack. Oh 
yes, there are also a few Psycho Pilots who will attack no matter what you say. 
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Ivan “Ironman” Stewarts Super 
Off-Road™ 


Age: 6 to Adult 
Difficulty: Hot Dog-Master of the Game 
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In addition to having one of the longest names for a game pak, Ivan “Ironman” 
Stewart’s Super Off-Road is also the first announced product that will make use 
of the new NES Satellite controller, allowing as many as four players to participate 
in the game at once. 

Professional short-course racing, also known as off-road racing, also known as 
grinding through the dirt, sloshing through the mud and rolling over almost 
anything in sight on the way to the finish line requires quick reaction times by the 
player. You’ve got to do a lot of steering and pay a great deal of attention to your 
speed—you' ve got to be fast enough to make the jumps, but not so fast that you’re 
out of control. 
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The game can also be played using standard hand controllers, allowing one or 
two players to compete against computer-directed opponents. 

The game has eight different stadium tracks with a total of 16 configurations. It 
was first introduced in a coin-operated arcade version early in 1989, and was due 
to arrive for Nintendo systems at the end of 1989. We played a preproduction 
version. 

Tronman Stewart has been one of the stars of off-road racing for almost 20 years, 
winning three Baja 500s, the Mint 400, the Gold Coast 300, four SCORE World 
Championships and many stadium events. 


Jordan vs. Bird: One on One 
(Milton Bradley)™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


Basketball is a team game, but there are times when you'd think there were only 
two players on the court. One of those situations comes when the Boston Celtics 
face the Chicago Bulls, and Larry Bird meets Michael Jordan. 

Larry Bird is one of the NBA’s most fabulous shooters; give him the ball and a 
view of the basket from almost anywhere on the court, and he’ll sink a two- or a 
three-pointer, 

Michael “Air” Jordan has learned to defy the law of gravity with his floating 
slam dunks and aggressive inside moves. 

This Nintendo game pak, based on the successful personal computer simulation, 
pits Bird against Jordan in eight different types of confrontation: 


One on one for a full game with four periods of 2, 5, 8 or 12 minutes each; 

One on one in an intense 11- or 15-point match with no time limit; 

One on one in a warm-up session; 

Head-to-head Slam Dunk contest; 

Head-to-head Slam Dunk warm-up; 

Follow the leader, trying to perform the same impossible slam dunks demon- 
strated on the screen by Jordan; 

Three-point shooting contest, and 

Three-point warm-up. 
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You’ll be able to play against the computer at one of four levels of difficulty, 
from a beginner’s game at the Schoolyard, to the wide-open Varsity game in high 
school, to College play and finally Professional basketball. 

The game follows most of the NBA rules, although you can choose to have the 
computer ignore fouls for a no-holds-barred matchup. 

The game will give you a full statistical analysis of your player’s performance 
at the end of each period. And the instruction manual includes tips and personal 
insights from Jordan and Bird. 


The Magic of Scheherazade 


(Culture Brain)™ 
Age: 5 to 16 
Difficulty: Apprentice-Hot Dog 


The people at Culture Brain got culture and a brain, at least when it comes to their 
new adventuring game, “The Magic of Scheherazade.” 
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Scheherazade is a flight of fancy that includes some very pretty music, some 
very attractive graphics with some 1,500 screens (!) and a cute story line with a 
distant relation to the fable of Scheherazade’s One Thousand and One Arabian 
Nights. 

Looking at this game, even in the preproduction version we worked with, it is 
obvious that the programmers were joined by composers and writers, a combina- 
tion we don’t always see in video games. There are some 30 different tunes in the 
cartridge and they are all very nicely done, enough so that we left the game pak in 
to play while we wrote this section. We did a little investigation and found that the 
music was written by a Japanese concert pianist named Kume. Bravo! 

There’s anice touch in the programming, too: You are asked to enter your name 
at the start of the game (only four characters in the version we looked at) and at 
various points characters will address you by name. 

The story of Scheherazade is something like this: There once was a king who 
felt very deeply about the importance of marriage. It was so valuable to him that 
he decided to get married once a day; the following day, he would do away with 
his queen and go and find another one. 

That is, until he married Scheherazade. She was one smart queen; she figured 
out a way to extend her life by telling the king a story each night, always stopping 
just before the ending and keeping the king’s interest. 
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The story of the NES game “The Magic of Scheherazade” goes like this: One 
day peaceful Arabia was attacked by devils brought forth by the evil magician 
Sabaron. A brave young magician named Isufa tried to fight him, but failed and he 
was robbed of his sweetheart Scheherazade and was thrown into a different time 
period. 

As the game explains, that time period is now, and the young magician is YOU. 

The game includes flying carpets, magic swords, talking townspeople and 
fanciful creatures of all manner. You can visit various shops, inns and other points 
of interest. You’ll meet the Spirit of Time, the Spirit of the Ring, a personal 
translator and a clairvoyant flying monkey. 

You can fight your battles alone, or you can summon forth your allies, other 
magicians who have been waiting for your return for all of these centuries. 

There are five worlds to explore: The Aqua Place of Mooroon, where you’ ll 
learn the fable; The Desert Town Alalart, where you'll have to make your way 
through the maze to find the Dark Palace of Kurly and the Time Door; The Forest 
of Winter, inhabited by trolls; The home of the Fire Devil Salamander; and finally 
The Flower Town of Celestern, a place of beauty at the gateways to the evil 
Sabaron’s palace. 

You can continue your quest anytime through the use of the Continue option. If 
you want to turn off the Nintendo game and come back to it another time, you’ ll 
need to record the lengthy password (as many as 39 characters) you'll get at the 
end of a game. 

Here are some preliminary hints: 


Listen to what the townspeople say. They hold much of the information you 
need. 

Seek out and find the Great Miracles in each world. Visit the wise man to get 
the spell. 


This is a very interesting game to lose yourself in for a few hours. Here are a 
few secret ways to try out the world of Scheherazade: 


To start out a game in any world with maximum power and experience points, 
use one of the following passwords: 1W, 2W, 3W, 4W or SW. Press Start to 
enter the code and you'll be transported to level 1, 2,3, 4 or 5. 

To begin a game in any world with minimum power, reverse the password 
codes: W1, W2, W3, W4 or WS. 

If you’d like to take a musical tour of the various melodies, use this password: 
SOUN D. Advance the number you see on the screen and press Start to hear 
the musical pieces. 

Note that these are nonstandard passwords; if you get a “Wrong Password” 

message, just ignore it and press Start again. 
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All in all, we found this game to be a bit of enchantment. Older players will 
enjoy the game play and story line; younger players we showed the game loved it, 
although they needed some help with all of the words and instructions that appear 
on the screen. 

This game has the same sort of depth we’ve seen in the “Adventure of Link,” 
with a very sweet, mostly gentle mood throughout. 


Monster Truck Rodeo (Matchbox)™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


Matchbox Toys, which claims it is the number one auto maker in the world (even 
ifits cars are a little smaller than Buicks and Lebarons) plans to enter the Nintendo 
game world in 1990 with three unusual car and truck challenges. 

“Monster Truck Rodeo” takes auto racing to its weirdest extremes. You'll be in 
charge of a 4-wheel drive Monster Truck in six difficult challenges, including Sled 
Pull, Mud-Bog Boogie, Obstacle Course, Motor Cross and a Demolition Derby 
that ends in a one-on-one with the monster of Monsters, the Muncher. 
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The game begins with the design of your Monster Truck. You create your 
vehicle from the ground up, selecting engines, tires, gear ratios, chassis and more. 
The preview screens we looked at show the menus of body parts. We also saw the 
simulation of the Sled Pull, with a huge concrete block mounted on the back of a 
turbocharged tractor. And then finally, we’re looking ata picture of the Demolition 
Derby. Wait a minute! What’s that grabbing onto passing cars? It looks like a huge 
robot monster! 


Nobunaga’s Ambition (Koei)® 


Age: 10 to Adult 
Difficulty: Hot Dog-Master of the Game 
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The best-selling, most complex simulation game ever released in Japan, 
Nobunaga’s Ambition, arrived in America at the end of 1989. 

This is heavy-duty simulation with a level of detail never before seen on a 
Nintendo system. Inside the game pak are memory chips with more than two 
million bits of information—as much as eight times more than your ordinary NES 
game. This game rode atop the bestseller list for simulations in Japan for more than 
five years. 
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There is a fat manual and a map included in the NES package; if fact, it is 
probably better to think of the manual not as instructions for an electronic game, 
but instead as historical notes. 

Nobunaga’s Ambition allows as many as eight players to take the true story role 
of Nobunaga Odo, a 16th Century Japanese Daimyo or feudal lord. It was 
Nobunaga’s ambition to rule all of Japan as Shogun, and he was willing to launch 
a war to do it. Also in the story are Nobunaga’s successor Toyotomi Hideyoshi and 
Tokugawa Ieyasu. 

As controller, you make decisions on military, economic and diplomatic strat- 
egy. On the battlefield, you’ ll decide war tactics. In peacetime, you’re keeping your 
fiefs and your troops in line and doing what you can to keep your loyal subjects 
loyal. There are two different scenarios (a 17-fief game and a 50-fief version) at 
five different levels of difficulty. 

The story takes place during Japan’s century-long period of civil war, from 1467 
to 1568. (This roughly coincided with the European explorations that included 
Columbus’ voyages to America.) 

At the time, Japan was divided into hundreds of small feudal fiefs, with the 
Daimyo ruling his area as if it were a country unto itself. The wars began with the 
fall of Shogun Ashikaga Yoshimasa in 1467; in the absence of a strong Shogun in 
charge, the government collapsed and the Daimyos began a struggle among 
themselves for the supreme title. 

This fellow Nobunaga is renowned in Japanese history as a great military 
commander who maintained his rule through sometimes brutal exercises of power. 
His motto was: “Rule the Empire by Force.” 

Your initial assignment when you start the game is to set the abilities of your 
Daimyo in areas including 


Health. You’ ve got to keep your lord well. Health values decrease every spring, 
and whenever there is an epidemic. 

Drive. This is a measure of the Daimyo’s ambition. The lord will gain more 
drive with each success on the battlefield. 

Luck. This will help determine the course of history . . . and marriages. 

Charm. A measure of the Daimyo’s popularity among the peasants and the 
soldiers. Give the people rice and the troops victory. 

IQ. A smart daimyo makes smart decisions. 


Other measures you can track include the amount of Gold in storage, the fief’s 
Debt Level, the all-important Rice Output, the size of the army and its Skill 
Rating, and the ratio of Weapons to each man in the army. 

You will have to deal with annual tax collections, typhoons, the Plague, military 
revolts, peasant uprising and even the rise and fall of real estate values! 
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Ring Raiders (Matchbox Toys)™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


Zoom back and forth in time as commander of your own wing of crack pilots and 
super planes from throughout history in an all-out dogfight against the Skull 
Squadron, a secret organization bent on world domination. 

You'll fly missions in early airplanes and state-of-the-art fighters in this unusual 


new game. 


River City Ransom 


(American Technos)™ 


Age: 6 to 16 
Difficulty: Hot Dog 


We’ ve got trouble, right here in River City. It seems that a powerful drug boss has 
taken control of the local high school and is holding the city—and the students— 
hostage to his demands. 

Our heroes, Alex and Ryan, set out to fight their way past vicious street gangs 
on their way to battle the Big Boss and free the city. Players have to learn how to 
make use of the “Power Shops” on the streets of the city, places where they can 
replenish their powers, pick up special weapons and even magic. 

There’s a bit of humor sprinkled about, and the game changes tempo and 
personality depending on the particular gang you are fighting at the time. You'll 
be fighting down at the mall, at a vacant factory, in downtown and in the high 
school, among other locations. 

Among the 24 or so shops you will visit are the Book Stores (there are five 
different ones, where you can pick up some information on magic while you’re 
here); Coffee Shop (rest your weary bones here over a cuppa’ java); Bread Shop 
(snacks); Drug Store (recharges your energy); Fast Food (eat in or take out); Sushi 
Bar (gourmet stuff, if you like raw fish), and the Shoe Shop (different shoes give 
you different abilities), There are also Toy Stores and Music Stores. 
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The game includes detailed charts of the strengths and personalities of the 
various bad guys you’re going to meet—people with names like Ivan, Mojo, Rocko 
and Moose. You’ Il also run into—literally—gangs including the Frat Guys (names 
include Skip, Biff and Tyler); Jocks, Home Boys, Mob, Squid, the Internationals 
and the Plague. 


Rock ’n’ Ball (NTV)™ 


Age: 5 to Adult 
Difficulty: Apprentice-Hot Dog 


It all started with pinball. Long before there were video games, back when 
Nintendo was still making playing cards in Japan. So, it seems very fitting to see 
a serious pinball game for the NES. 

Rock ’n’ Ball was due to be released at the end of 1989; we spent a lot of time 
with a preproduction copy of the game, flipping those balls until late in the night. 

There are four types of games in the cartridge, with seven variations. 

You’ve got a choice of six different players to represent you in the game; each 
brings a slightly different type of play. Tom is the most basic player; Billy uses 
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flippers that are smaller but more powerful than most; John uses big but slow 
flippers; Paul has the smallest flippers, but when he hits the ball, it moves the 
fastest; Lisa is particularly good in the battle pinball games; and Diana is best at 
special moves. 

The game makes an unusual but logical use of the controller pad for the flippers: 
the “A” button is used for the right flipper and the Left Arrow controls the left 
flipper. It won’t take you very long to get used to the change. Pressing the right 
arrow or the “B” button will “jostle” the pinball machine to give the ball a little 
help if you think it needs it. 

The first choice is an old-fashioned basic pinball game that can be used by one 
to four players. The high points can be had by hitting the window in the upper right 
comer; if you hit the window when a key picture is displayed, you'll see a special 
display in the left corner with a ball climbing a ladder. If you can hit the ball, you’ Il 
be electronically transported into a special bonus game. There are a few other 
interesting variations. For example, if you hit the eggplant, your flippers become 
invisible which makes for a rather difficult challenge. 

The next game is called “9-Ball,” and bears an electronic resemblance to 
Pachinko, a pinball game that seems to have a magnetic appeal for all Japanese. 
Walk down a street in the business district of Tokyo and you’ll see young people, 
old people and businessmen playing at any hour of the day. Your goal is to put the 
balls into the holes to form vertical, horizontal or diagonal lines, like in Bingo. You 
have a set of flippers at the bottom of the board, but much of the dynamics of this 
game is controlled by jostling the board from side to side. You place a bet before 
each game and collect depending on your performance. 

Next we come to three types of Attack pinball games. In these games you are 
playing against a second player or the computer, each shooting to land a ball in the 
other player’s pocket. The different board layouts are Thunder, Attack and 
Bomber. 

Finally, we come to the two Sports games, Soccer and Ice Hockey. These are 
not simulations of real soccer or hockey games, like true sports games. Instead, 
these are simulations of the mechanical arcade games with flippers and goalies. 
The games are the fastest-paced of all in this cartridge. The computer is a 
particularly tough opponent and a good challenge. 
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Romance of the Three Kingdoms ™ 
(Koei) 


Age: 10 to Adult 
Difficulty: Hot Dog 


A richly detailed simulation of Second Century China, “Romance of the Three 
Kingdoms” is based on a Chinese epic novel of the same name and is brought to 
American Nintendo system players by the makers of the Japanese blockbuster 
“Nobunaga’s Ambition.” Nobunaga, released in the American market at the end 
of 1989, is perhaps the most detailed simulation yet for the NES. 

This is the story of a struggle for supremacy among Chinese warlords. The 
database that is within the game pak includes 255 different characters, each with 
his or her own personality. You must build a government and an army, manage 
your generals on the battlefield and your ministers back home. 

There are five different scenarios, and from one to eight players can participate 
at one time. 

Who needs dungeons and dragons when the real thing is so exciting and 
challenging? 


Tetris ™ 
(Nintendo of America for NES) 
(Nintendo of America for Game Boy) 


(Tengen for NES) 
Age: 6 to Adult 
Difficulty: Hot Dog to Master of the Game 


The Russians have discovered a way to completely take over the minds of 
Americans, without anyone getting hurt. 
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It’s called “Tetris,” and it’s a computer game created by Soviet programmer 
Alexey L. Pazhitnov. Some people have called it the “Rubik’s Cube” of video 
games. 

The game challenges players to arrange falling blocks of various shapes and 
colors into neat rows before time runs out. Sounds simple? It may start out that 
way, but quickly it becomes a frazzling and fascinating game. 

Tetris was first available as a computer game, selling more than 100,000 copies. 
In its Nintendo system versions, it will be available as an NES game pak, and will 
be packaged with the Nintendo Game Boy. (The Game Boy version includes an 
awesome digital stereo sound track.) 

It’s a lot easier to describe how to play this game than to play it. The object of 
the game is to stack bricks to form a nice, even level straight across. That sounds 
simple, right? 

Here are the complications: the bricks themselves come in many different 
shapes, including Ls, squares, Ss, Is and Ts. And they’re moving, falling down 
from an unseen chute at the top of the screen. 

Using the control pad, you rotate each brick and move it to the left or right in 
an attempt to fill out a row. When you can do so, the row you’ve completed is 
cleared from the screen, giving you more room. If you don’t clear some space, you 
will eventually run out of room and the game will be over; trust us, the game will 
be over soon, at least for the first coupla dozen times you play. 

Once you get the hang of the game, you’ll start earning extra points for creating 
two and three lines at a time and special award for completing a “Tetris” with four 
lines. 

But speaking of complications: You'll find this game in many versions. First of 
all, there is a coin-operated arcade version from Atari Games. Then you’ ll find it 
available on several personal computers. Buyers of the new Game Boy portable 
will receive the game with the hardware. And then on the NES, depending on the 
outcome of court challenges, you should be able to buy Tetris from Nintendo of 
America or Tengen or both. As this book went to press, Nintendo of America and 
Tengen were still in court over the right to offer the game on the Nintendo system. 
The status of the Nintendo Game Boy version was apparently not under challenge. 


Tune-Up Rallye (Matchbox) ™ 
Age: 6 to Adult 
Difficulty: Hot Dog 


“Tune-Up Rallye” lets you design your own race car and then go out on the track 
for gear-grinding competition. This one or two-player game starts with the con- 
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struction of the vehicle from parts including engine, chassis and suspension. Next, 
you’ll tune your vehicle with an electronic engine analyzer and dynamometer, 
adjusting most of the same engine specifications you would use in a real garage. 
The second phase of the game takes place in pre-race testing, where you work 
with your pit crew on final details. 
And then it’s race time! You will test your car against a vehicle created by the 
second player, or against a computer-designed car in drag, Grand Prix or flat track 


racing. 


Twin Cobra (American Sammy)™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


Hot, hot, hot. You’re the pilot of the Twin Cobra, described as the “world’s swiftest 
chopper with unlimited firepower, four types of ammo and devastating bombs.” 

There’s no story line we were able to find in this new release, other than the fact 
that you lift off from a “supercarrier” and immediately run into squadrons of enemy 
suicide choppers, naval flotillas and military base camps. You can swoop down to 
the surface to grab an ammunition pod and zoom back to the sky for more battle. 

There are 10 zones to pass through on the way to the enemy fortress. You have 
three helicopters to start the game. At 50,000 points, you'll earn another one, with 
additional choppers awarded for each 150,000 points after then. 

The Twin Cobra can fire four types of cannon weapons. You start out with 
ordinary missiles that are fired in straight lines. You can increase your ammunition 
or pick up new types of weapons by grabbing the saucers that sometimes appear 
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when you destroy other aircraft, boats of vehicles. Here are the types of ammuni- 
tion: 


Red Saucer. This is the standard issue ammunition, missiles that are fired in 
straight lines. 

Blue Saucer. Gunfire radiates out in an arc. 

Green Saucer. Ammunition is concentrated into two lines. 

Brown Saucer. Ammunition is spit out in four directions, and can curve toward 
enemies. 


The chopper begins its tour of duty with three bombs. You can add to your 
armory by picking up bomb pods; your helicopter can carry as many as nine bombs 
at one time. 

There are a number of other special items you can pick up, including: 


One-up. Gives you an extra Cobra helicopter. This will only appear after you’ve 
collected at least 10 stars. 

Stars. They will appear when you destroy some of the targets; each is worth 
100 points. You will earn 3,000 points for each star you hold at the end of 
each stage, but the stars are not retained when a chopper is shot down. Look 
for White Stars for a short period of invincibility. 

Supercharger. These appears when you destroy a transportation helicopter, 
bomber or barge, and will increase your Cobra’s firing ability. 


At the start of the game, you are allowed to continue your game five times. Your 
helicopter will appear just below the location where it was destroyed, in the middle 
of the screen. Your points are not carried over. 

As you clear each stage, you’ll earn another continuation; the number of 
available Continues are displayed as “Credit” on the continue screen. To choose 
this option, select Yes and then press the “A” button within 10 seconds of the end 
of a game. 


Urban Convoy (Matchbox)™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


“Urban Convoy” gives you a very different kind of racing machine: a 12,000 
pound, 700 hp 18-wheeler. You are the driver of a huge semi-tractor trailer, dealing 
with trucking schedules, deliveries and city and country driving conditions in a 
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challenge that combines arcade excitement with the strategic thinking of a simu- 
lator. 

Your challenges include weather, traffic, road obstacles and renegade truckers, 
as well as “Smokey,” on the prowl with a radar gun and ticket book. 

In fact, we’re writing this preview looking at a color transparency of a few 
sample scenes. First, we see the map and our assignment. Next, we enter the 
warehouse and drive a small forklift loader to transfer boxes to our trailer. And 
then.we have the view through the windshield of our big truck in a big city cruise. 
On the dashboard is a map to our destination and a clock, along with other gauges; 
out the window we see a huge garbage truck that has just dumped part of its load 
in the road. Do you think it’s tough stopping your bicycle when you see a hole in 
the sidewalk? Wait until you need to step on the brakes in an 18-wheeler! 
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Web World (Matchbox Toys)™ 


Age: 6 to Adult 
Difficulty: Hot Dog 


Here’s one we’re looking forward to getting our hands stuck on: “Web World,” 
due from Matchbox Toys in 1990. In this game, you are an outerspace spider, hard 
at work in an attempt to link together planets and asteroids in your web. 

You'll have to battle some truly strange space monsters, but hey, this story is so 
far out to begin with that it all starts to make sense after a while. 

The sample screens we looked at were just gorgeous, with gigantic blue and 
brown spiders doing battle with huge clawed beasts against a jet black sky filled 
with stars. 
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Xybots (Tengen)™ 


Age: 5 to Adult 
Difficulty: Hot Dog 


Pay your money and take your choice: Is “Xybots” a commando shoot-em-up like 
Contra, or is it a science fiction maze adventure? Don’t worry about figuring out 
the answer: It’s both, and it also includes an unusual split-screen mode that allows 
two players to compete at the same time. 

The mission is this: Destroy the Master Xybots who have taken over your 
peaceable planet. Before you even can get to the Xybots, though, you'll have to 
meet, greetand defeat a host of other bad guys, including Saucers, Tanks, Warriors, 
Flies and Guardians. There are more than 25 levels in the way. 

You'll join Major Rock Hardy and Captain Ace Gunn, each with his own 
first-person view of the battlefield. You’ ll be able to pick up special items including 
keys, coins, power pods and extra weapons. (Take the coins to do a little shopping, 
if you dare.) 

The screen includes the main view of the action, plus a map; if you want to play 
the game as a team, the second person can act as navigator through the maze. The 
view, by the way, can be adjusted. The normal screen appearance shows what you 
would see from a position behind and slightly above your player; you are able to 
swing your view 90 degrees to the left or right using the controls. 

The first player in a two-player game to clear enemies from the screen receives 
a bonus and is transported down to the options panel to shop for speed, armor, 
weapons and other capabilities. If you’re way ahead of the second player, the screen 
will show you flipping a coin and twirling your blaster like a gunfighter at the OK 
Corral. 
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Nintendo Game Boy 


Game Boy, introduced in the summer of 1989 and first available in America in the 
fall, is ahand-held portable Nintendo game system. Now you can take your system 
with you in the car, to the beach, to the dentist. .. . 

Game Boy is in some ways better than the full-size Nintendo Entertainment 
System, and in some ways not as good. 

Here are the advantages: 


1. Itis portable, running on batteries. 

Ituses the same sort of cross key joystick and A, B, Select and Start controls 
used in the NES. 

3. It offers awesome digital stereo sound through the lightweight earphones 
that come with the system. 

4, It permits simultaneous game sessions with two players on separate Game 
Boys, when using the supplied Video Link cable. For example, in the Tennis 
game, each player controls one side of the net; in the Baseball game, players 
alternate half-innings as batter/runner or pitcher/fielder. 

5. Nintendo and many of the other companies that have supported the original 
NES, will be offering game paks for the new system. 


Here are some disadvantages: 
1. The built-in LCD (Liquid Crystal Diode) screen is small, dim and in only 
one color, a sort of dark green against a yellow background. The system 


includesa screen contrastcontrol, but players will miss the colors and bright 
image of a television set. 
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2. The LCD screen and battery-powered microprocessor in the system are a 
little slow to respond, but the quality of game play is surprisingly good, 
even if it is not at the level of the full-sized NES. 

3. Your existing NES game paks will not plug into the Game Boy. Instead, 
the system requires its own, tiny game paks. The first release of games are 
good, but not anywhere near the complexity and depth of play of NES game 
paks. 


Still, Game Boy is probably the most advanced handheld game yet, and it is a 
whole lot better than plugging your NES and a television set into a very, very long 
extension cord and going to the beach with your family. 

Most of the major producers of NES game paks have announced plans to 
produce game paks for the Game Boy. They include: Absolute Entertainment; 
Acclaim Entertainment; Activision; American Technos; Bandai America; Capcom 
USA; FCI; Gametek; Hal America; Hi-Tech Expressions; Hot-B USA; Jaleco 
USA; Koei; LJN Toys; Mindscape; Rare Coin-It; Seta USA; Software Creations; 
Taito Software; Tecmo, and Vic Tokai. 


Six Game Boy Previews! 


The Nintendo Game Boy comes packaged with a version of the Tetris game pak; 
you can read a preview of that game in Part I. Following are exclusive previews 
of six more new games that have been announced for Game Boy. 


Alleyway (Nintendo®) 


Age: 5 to Adult 
Difficulty: Apprentice-Hot Dog 


Alleyway comes from a distinguished heritage, updated and improved for the 
Game Boy portable. The game includes hints of Arkanoid and Breakout. Breakout 
was one of the early successes of arcade gaming; Arkanoid is an NES game pak. 

You use the arrow pads to move a paddle back and forth at the bottom of the 
screen, swatting at an energy ball that deflects off a wall of bricks arranged in 
patterns at the top; your goal is to maneuver the ball so that it knocks out all of the 
bricks. 
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Each level of the game includes three rounds, with the patterns coming at you 
from left, right, up and down. After each level, you'll get to play a special Bonus 
Round, with the bricks this time in the shape of some of your favorite characters 
from the Super Mario Bros. series. 

As with all of the Game Boy games we previewed, the sound effects and music 
was awesome! 


we 
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Baseball (Nintendo®) 


Age: 5 to Adult 
Difficulty: Apprentice-Hot Dog 


Have you ever seen someone at a baseball stadium with a tiny television on his lap, 
watching the game that’s going on in front of him? Wait ’til next season, when you 
can bring your Game Boy to the park and play a game while you watch one. 

The Baseball game pak offers the action of a baseball game for one or two 
players, although it does not include much of the strategies of some of the advanced 
baseball simulators for the NES such as RBI Baseball or Bases Loaded. 

Probably the most unusual feature of this early game forthe Game Boy is that 
it will work with the innovative Video Link cable, allowing two different players 
to compete, each using his or her own Game Boy. 


Ghostbusters II™ (Activision) 


Age: 5 to Adult 
Difficulty: Apprentice-Hot Dog 


The ghostly sequel to the best-selling Ghostbusters game will mysteriously appear 
on Game Boy screens at the end of 1989. 

Inthe game, the entire ghostbusting gang has returned to New York City to save 
it from a new crew of ghosts and ghouls. It seems that something is going on at the 
Museum of Modern Art that only our fearless friends can handle. You'll drive the 
Ectomobile through the streets of the city, picking up objects, destroying ghosts 
and preparing to meet the ultimate ghoul. 

The original Ghostbusters video game sold more than two million copies in 
various computer and game pak versions. 
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Shanghai™ (Hal America) 


Age: 5 to Adult 
Difficulty: Hot Dog 


The ancient Chinese game of Mah Jongg will be translated to the brand new 
Japanese Game Boy with the introduction of Shanghai, due from Hal America at 
the end of 1989 or early in 1990. 

Mah Jongg, played with 144 tiles arranged randomly in a five-level pyramid, 
dates back 25 centuries! The object is to find the proper sequence to remove the 
tiles from the playing area. 

You will be able to play the game in a modernized version using American 
characters, or in a version using original Chinese characters. 


Super Mario Land™ (Nintendo®) 


Age: 4 to Adult 
Difficulty: Apprentice-Hot Dog 


Welcome back, Mario. This game is more of a sequel to the original Super Mario 
Bros. than Super Mario Bros. 2 ever was. Picture this, if you can: Mario visits the 
Pyramids of Egypt! 

You'll enjoy the same sort of jumping, running and silly fun you had the first 
time around. The goal this time is to rescue a princess (surprise, surprise!) named 
Daisy. There are the old familiar magic mushrooms, invincibility stars and power- 
up flowers; some of the new and strange features include submarines and airplanes 
and pipes that go up instead of down. 

There are three rounds in each of four worlds. The game is accompanied by a 
new musical score, presented in stereo. 
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Super Pinball™ (Hal America) 


Age: 4 to Adult 
Difficulty: Apprentice-Hot Dog 


Here’s your chance to become a pinball wizard in the backseat of the car or at the 
beach. 

Super Pinball, due out at the end of 1989 or early in 1990 for the Game Boy 
portable, is packed with pinball power, requiring eight screens to hold all of the 
action. Some of the rooms will only appear when the ball is shot into a certain hole. 
The holes are connected by subterranean passages to the hidden rooms. 

You can set up special combinations on the tripbars and bumpers to create extra 
balls for longer playing time and higher scores. 


The Nintendo Game Boy 
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to the Max! 


Enhance Your System to the Max! 


Have you ever wondered what’s under the covers of the Control Deck and the game 
paks? The answer is: not much. The huge volume of control decks and games sold 
by Nintendo has allowed the company to pack a great deal of sophisticated 
computer control into a very small space. 

There is a CPU (central processing unit) based on the Motorola 6502 micropro- 
cessor and a special Picture Processing Unit inside the control deck, together with 
a small amount of built-in memory (2K). On the bottom of your deck you'll find 
a small plastic plate covering the entrance to a 48-pin extension of the computer 
“bus.” In the American market, Nintendo has not made use of this connector; in 
Japan, you can purchase a range of hardware accessories including keyboards, fax 
boards and even a knitting machine to work with the Control Deck. 

The game paks are also very simple, consisting of two parts: a secret chip 
designed by Nintendo to block any manufacturer from making game paks without 
paying Nintendo a license fee, and the ROM (Read-only Memory) chips that 
include from several hundred thousand to several million bits of information for 
the computer to use in constructing the audio and visual elements that make up a 
game for the NES. Some of the more sophisticated role-playing games also include 
a small amount of special memory and a tiny battery used to retain information 
about the player’s status when the game is turned off. 

The Zapper is a light-sensing video gun. Although you might think that the gun 
“fires” something at the television screen, in fact it is just the opposite. Sensors 
inside of the gun pick up the light from the television screen and are able to figure 
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out where on the screen the gun is pointed. The Zapper is sensitive to within a 
fraction of an inch when fired as far as 15 feet from screen. 

New in the summer of 1989 was the NES Satellite. This is a wireless infrared 
system that allows remote game play from as far as 20 feet away. You plug nearly 
any NES controller, including the NES Max, NES Advantage, Zapper and Power 
Pad into the Satellite. It includes built-in A and B button turbo control. 

The key new feature of the Satellite is the fact that its four controller ports allow 
simultaneous four-person game control with games designed to work with it. Game 
configurations include one or two players against the computer; two players against 
each other, or four players, working in teams of two, competing against each other. 

As many as four players can set offensive and defensive plans in the new “NES 
Play Action Football” game from Nintendo. Another game that will work well with 
the Satellite is “V-Ball” and “Super Off-Road.” 

Nintendo is modifying some of its current game paks to work with the Satellite, 
and the company says that among new titles to be available will be multi-player 
versions of popular game shows. 


U-Force (Broderbund) 


Playing Mike Tyson’s Punch Out! with a controller pad may be a lot of fun, but 
it’s not very realistic. After all, Tyson’s opponents don’t climb into the ring 
carrying a joystick; they bring their boxing gloves. 

Butimagine this: you insert the boxing game pak into your Nintendo, press start, 
and then control your boxer using real punches thrown right at the screen! 
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Or, steer your vehicle in a road racing game by holding an invisible steering 
wheel in your hands. 

How about firing a machine gun from your jet fighter by pointing your finger 
at the target? 

These are all possible with the new U-Force controller, introduced at the end of 
1989 by Broderbund Software. The U-Force sets up an invisible and harmless force 
field about eight to ten inches above or in front of its special sensors. When you 
move your hands, arms or body in the force field, the device translates the 
movement into commands to the Nintendo Control Deck as if there were a joystick 
or controller pad attached, 

Most Nintendo games, except those specifically designed for use with the 
Zapper Light Gun or Power Pad, should work with the U-Force device. 

The U-Force controller looks like a small briefcase or portable computer. 
Depending on the game, you can use it in a 90-degree upright position or opened 
up flat. You can also attach accessories including the T-Bar Handle, Power Bar 
and Firing Grips that are included in the package. 

On the body of the controller are two sets of switches; one turns on turbo fire 
for the invisible “A” and “B” buttons, and the other group of four slide switches 
customize the U-Force for the particular game you will be playing. 

Each game will require you to learn a new set of tricks, but they add realism to 
the game. You’ ll also have to learn to make slower, more deliberate movements— 
the U-Force will detect your action almost instantly, but it will take a few 
milliseconds for the Nintendo Control Deck to react. 

For example, to throw a left jab in a boxing match with Tyson, you simply punch 
your left hand toward the left side sensors of the U-Force. To control Mario or 
Luigi in Super Mario Bros., you use the T-Bar Handle and steer the boys left or 
right by leaning in that direction, make them climb up by leaning toward the front 
and make them climb down by pulling the bar toward you. 


Power Glove (Mattel) 


The guys at Mattel want to give you a hand: the Power Glove, a revolutionary 
device that lets you throw a punch, tum a steering wheel or make a character jump 
by moving your hand. 

The Power Glove is an adaptation of the multimillion dollar Data Glove systems 
designed and developed for use by NASA to control robots in space. 

The accessory controller includes sensors in the glove that determine the hand 
and finger positions in three-dimensional space. Signals are sent by wire and by 
infrared to a set of sensors that mount on the top and sides of your television set 
and your Nintendo control deck. 

The glove includes turbo and slow motion controls for firing buttons, and it 
includes preprogrammed controls for many of the top games. Mattel promises to 
introduce its own “Power Glove Gaming Series” including a “Gloveball” game 
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that lets you play handball against a computer opponent—we can’t wait for that 
one! The first game pak will be “Bad Street Brawler.” 

This accessory is not the easiest thing to learn, although once you’ve spent the 
time, it is relatively easy to use. According to Mattel, the glove will work with all 
joystick and controller pad games for the Nintendo system. There are 24 preset 
programs for the major games; you enter the code number for the game you want 
to play using the small keypad on the back of the glove. 

There is anicely produced, 36-page manual with a lot of photographs. We would 
suggest that younger players will need an adult or older friend to set up the game. 
Mattel is also offering a game counselor service for its new hardware; they are, 
however, charging for the information at $1.50 for the first minute and 75 cents 
each minute after that. Be sure you have the permission of your parents before you 
call this number, since the bills can get pretty expensive pretty quickly. This is the 
first counseling service line we’ve come across that charges users. 

For example, to throw a punch at Mike Tyson, you would curl your fist for a 
punch and then aim at his onscreen face. To play most driving games, you turn the 
“steering wheel” by twisting your wrist left or right. You can be an outfielder in 
most baseball games and control where the ball is thrown by moving the glove up, 
down, left or right. 
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Wireless Infrared Remote Controller (Acclaim) 


This is a controller with the same play action as the NES original, with a pair of 
valuable differences. 

First of all, there is no wire between the controller and the NES Control Deck. 
The controller communicates with the NES by sending pulses of invisible infrared 
light, below the range that can be seen by the human eye. This means that there 
are no more tangled wires. It also means that you can sit as far away as 30 feet from 
the control deck. You can pass the controller around at a party. 

The second advantage of the Wireless Infrared Remote Controller is that it 
includes a “rapid-fire mode” that will add special powers for many—but not 
all—NES games. Experiment with the setting to find which position lets you score 
more points. 

The controller is in two pieces: 


+ -A remote controller that includes the standard Nintendo X-bar arrows as well 
as “A”, “B”, “Start” and “Select Buttons.” You’ll also find a switch to turn on 
the rapid fire feature, and an on/off switch for the controller. The device requires 
four “AAA” batteries. 

+ An infrared receiver that plugs into the NES Control Deck instead of one of 
the standard Nintendo wired controllers. You'll need to place the receiver on 
top of the deck or on your TV so that it is in a direct line with the wireless 
controller. 


You can install two remote controllers on your NES Control Deck, but only one 
can be used at a time. If you are playing a game that allows simultaneous play by 
two players, such as Acclaim’s “WWF Wrestlemania”, you'll need to plug a 
standard wired controller into the second controller socket on the NES control 
deck, 

The infrared system isn’t bothered by daylight or inside lighting, and we found 
it worked reliably as claimed. 


Something for Everyone (Camerica) 


Is there something about the Nintendo controller pad that is not quite perfect for 
you? 

Don’t like being tied down with a cord? Camerica offers the “Freedom Pad,” a 
wireless replacement that adds a turbo-firing option. 

How about areal arcade-style joystick with oversized “A” and “B” buttons plus 
individually adjustable turbo-fire controls and the ability to switch between Player 
1 and Player 2? Camerica has one, called the “Turbotronic.” 
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You say you want an arcade-style joystick with oversized “A” and “B” buttons, 
turbo-fire and two-player capability, but don’t want the wire? No problem. Take a 
look at Camerica’s “Freedom Stick.” 

Wait. How about all of the features of the “Freedom Stick,” without wires, but 
with left or right-handed play with duplicated “A” and “B” buttons on a unique 
delta-wing shape? That one, from Camerica, is called “Supersonic-The Joystick.” 

Oh yes, there’s also the “Videoblaster,” a Nintendo-compatible light gun. And 
then there’s “Micro Master” and “The Dragon,” a pair of pistol grip arcade style 
controllers with slightly different designs to match personal preferences. 

And finally—at last report—there was the “Freedom Connection,” a device that 
converts any wired joystick to a wireless version. 

You should, by now, get the idea that Camerica has specialized in super joysticks 
and controllers for Nintendo. We tried out three of the company’s devices. 

First we used the “Turbotronic.” It is a larger and much sturdier device than the 
Nintendo original. It has a single cord that ends in two plugs: one for the Player 1 
and one for the Player 2 connectors on the NES control deck; you can change back 
and forth between the two players by moving a small switch on the Turbotronic. 

On the left side there is a large turbo stick that fit well in our hand, and alongside 
were the oversized “A” and “B” buttons, each about the size of a quarter. Small 
red lights next to each button give you confirmation when each is pushed. A final 
improvement came with the turbo controls. Camerica’s design for this device 
includes two rotary knobs, like the volume control on a television set, that allow 
you to set just the right amount of turbo boost for the game you are playing. 

Next we tried “The Freedom Stick,” which is similar in its design, except that 
itis wireless. First of all, check this out: The Freedom Stick is not only compatible 
with your Nintendo, but will also work with the Sega Master System, the Atari 
2600 and 7800 and XE systems and Commodore 64, 128 and Vic 20 computer 
systems; the appropriate cables are included in the box. 

Just plug the infrared receiver into the NES with the correct cable—you can 
connect the one joystick to both Player 1 and Player 2 ports—put in four “AA” 
batteries, and go! This joystick can be operated as much as 18 feet away from the 
receiver. The one possible disadvantage of this device is that its turbo control is 
controlled by a single on/off switch; if you don’t want the boost for one or the other 
of the buttons, you'll have to turn it off completely. We found the large joystick 
on The Freedom Stick to have the solid, “professional” feel of the ones in the 
arcades. 

Finally, we spent some time with the totally rad “Supersonic: The Joystick.” 
First of all, if you are left-handed, you have got to check this one out. There are 
duplicate sets of “A” and “B” buttons on either side of the triangular device (they 
call it a “delta wing” shape). There’s a switch at the top that activates either set. 
The joystick itself is located right in the middle, and has a solid clicky feel we very 
much liked. There’s a single on/off control for the turbo boost, and the joystick can 
be switched back and forth between Player 1 and Player 2. And, it’s wireless! It 
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will work as far away as 18 feet from the NES, requiring a set of 4 “AA” batteries 
for the transmitter. 

The infrared receiver is the neatest design we have seen: Instead of giving you 
areceiver with wires and plugs, this device comes with a small box that plugs right 
into the front of the NES control deck, becoming part of it. If you buy two 
Supersonics (Camerica offers a special deal on two with one receiver) you can play 
simultaneous wireless games by setting one device on Player 1 and the other on 
Player 2. The only problem with Camerica’s design here comes for players who 
want simultaneous play but have only one Supersonic; you’ll have to unplug the 
receiver and go back to a wired joystick for those few games that allow two players 
on the screen at the same time. 

Here are some of the suggested retail prices for Camerica joysticks: Freedom 
Stick, $59.95; Supersonic, $49.95; Freedom Connection, $39.95. 


Camerica Limited, Inc. 
230 Fifth Ave. 

New York, N.Y. 10001 
(212) 689-6320 


Stereo! (Hudson Soft) 


The Joycard Sansui SSS joystick, available from Hudson Soft, is an unusual 
Nintendo peripheral that adds two whole other worlds to your games. 

To begin with, this is a nice replacement joystick for the basic Nintendo model. 
It is nearly identical is appearance and touch, with all of the buttons and the arrow. 
keys in the same places. Above the “A” and “B” buttons, though, you’ll find a 
little slide switch with three settings. The first position makes the SSS act just like 
a standard NES device, shooting once for each push of the button. The second, or 
middle position, boosts the shot output to as much as 7.5 shots per second. And the 
third position, called “Rapid Shooter,” pulses out as many as 15 shots per second. 

We particularly liked the fact that we could set the two buttons independently. 
In some games, you’ll only want the shooting button to be on the turbo setting; in 
other games, you’ll want both buttons to have the power boost, and in some games, 
you’ ll want to turn it off altogether. 

And there is the SSS part, which stands for Stereo Simulator System. At the 
controller end, you'll find two plugs: one goes into the “1” or “2” port plug on the 
NES; the second, smaller red plug goes to the right side of the NES and connects 
into the “Audio” output. 

And then on the very front of the Joycard, you'll find a tiny jack where you can 
plug ina stereo headphone. Hudson Soft provides you with a very nice pair of tiny 
earplugs; you can also plug in most any Walkman-type headphones. At the top left 
of the Joycard, you’ll find a volume control for the headphones; take care not to 
play the sound too loud or you’ll hurt your ears. 
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There’s one last switch: right next to the place where the headphones plug into 
the controller, you’ll find a tiny slider that turns the “Sound Shift” on or off. 

What exactly does the Sound Shifter do? It basically controls the sound output 
so that it works together with the left and right arrow keys. As you move to the 
right, the sound shifts to the right earphone; as you move to the left, it swings back. 
The rest of the time, the system will simulate a stereo effect. 

The effect on many games is just awesome. The stranger the sounds and music 
to begin with—some of the space shoot-em-ups like Air Fortress, or the strange 
sounds of Platoon—sound absolutely wild with this device. 

For an ultimate experience, you can attach your Joycard to your home stereo. 
You'll need a Y-connector that has a stereo earphone connector at the Joycard end 
and two RCA audio plugs at the other end. Ask your neighborhood electronics 
store for help. 


The Double fee Wireless Head-to-Head 
System (Acclaim) 


Double the action of the Wireless Infrared Remote Controller, the Double Player 
replaces both the number 1 and number 2 controllers on the NES. This allows two 
players to alternate turns, or engage in head-to-head competition in those games 
that permit such action. 

The Double Player includes a rapid-fire mode and a slow-motion feature. Like 
its wireless cousin, it will work at a distance of as much as 30 feet. 


Mothership Control Enhancer (Suncom) 


We all tend to call the little controller supplied by Nintendo with the NES a 
“Joystick,” but by arcade and computer standards it’s not even close. 

A number of manufacturers are offering electronic replacements that plug into 
the NES control deck; they typically sell for $40 to $50 each. 

Suncom has introduced a device that does the job nearly as well for $12.99 or 
less: It’s called the “Mothership Control Enhancer” and it is a very interesting 
adaptation. 

The Mothership fits over your existing Nintendo controller, adding an aircraft- 
style control grip with a switchable firing button on the top, as well as a pair of 
oversized “A” and “B” buttons. You simply open a small sliding door on the 
Mothership and slide your NES controller inside. 

We found that the Mothership works particularly well on games thatcan respond 
to diagonal moves—arrow directions that are between the standard up, down, left 
or right positions. 


Suncom, Inc. 
290 Palatine Road 
Wheeling, IL 60090 
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QuickShot (Bondwell) 


We know you probably think we’ve got a real cushy job, but let us tell you: 
Sometimes it’s a real pain in the thumb. Know what we mean? 

That’s what attracted us to the QuickShot line of joysticks from Bondwell, and 
especially the QS-126 Joypad. This is an unusual design, looking more like a 
computer “mouse” than a joystick. The device fits in your hand very comfortably, 
with your thumb and pointing finder comfortably resting on the “A” and “B” 
buttons. Your other hand (this controller is equally at ease with lefties or righties) 
sits on a big, soft round button, bigger than a quarter in size. This button is the 
replacement for the NES arrow-key pad, and is much, much easier on your thumb. 

The Joypad also includes a turbofire switch, and is available is basic Nintendo 
System grey as well as yellow/red, green/red and hot blue/red combinations. 

Bondwell says it has sold more than 20 million video game joystick controllers 
around the world for various systems. Check out their line: There are some clever 
designs here. 

Another hot item from Bondwell is the Quickshot QS-112, an aircraft joystick- 
like device with six positive-response microswitches that give you a reassuring 
little click as the stick is pointed. The “B” button is located atop the stick with the 
“A” button in the trigger position on the stick. Rounding out the hardware is 
selectable turbofire. 

And then we spent some time working with the QuickShot Wireless WizMaster 
(QS-118NR). This is another unusual design, It is first of all a wireless unit, with 
a range of about 20 feet and includes comfortable placements for an NES-like 
arrow pad and “A” and “B” buttons. But the box also includes a pair of small 
joysticks in two different shapes that screw into the top of the pad. This allows you 
to use the controller as an improved version of the NES original, or as acustomized 
joystick. 

The Wi#Master also includes a bit of circuitry in the receiver that automatically 
pauses most games if the infrared signal is blocked or too weak. 

And finally, we took off for the stratosphere with the QS-129 joystick, which is 
anear-duplicate of an aircraft control yoke. You put your hands on the “wings” of 
the controller and your left thumb rests on an X-shaped arrow pad and your right 
on the “A” button. The “B” button is on the right front of the device, to be 
controlled by your right forefinger. Of course it includes turbofire. 


Gravis Joystick (Gravis) 


This is one serious joystick. Advanced Gravis Computer Technology, a company 
in British Columbia, Canada, has made a name for itself as the maker of super 
joysticks for computers. Now, Gravis offers a Nintendo version. The Gravis device 
offers some adjustments and refinements not found elsewhere. Here are some of 
the features: 


330 Ultimate Unauthorized Nintendo Game Strategies 


© There are three fire buttons. One is on the padded joystick and the other two dre 
on the body of the joystick. The user can assign the meanings of any of the 
buttons. In other words, if the game you’re playing makes heavy use of the “A” 
button, you can make the button on the joystick perform that function; if it makes 
more sense to have the “B” button on the joystick, you can set it that way. 

© The joystick has eight click stops that help you know that your command has 
been properly transmitted. The joystick itself can be adjusted to different “feels.” 

© Turbo and auto-fire settings are available and adjustable. 

+ A separate push button engages slow motion, stepping down the Nintendo action 
when you’d like. 


And, the whole thing comes in a neat, clear case. The suggested retail price is 
$49.95. 


Gizmo (Beeshu) 


Here’s a joystick that does about everything but save the Princess for you! 

The Gizmo has a number of unusual features. We’ll start with it’s three 
independent “Dial-A-Speeds.” First of all, there is a pair of rotary dials to control 
the turbo boost for the “A” and “B” buttons; Beeshu says the boost can go up to 
30 autofire shots per second, which is twice as much as many other turbo joysticks 
will give you. The rotary dial lets you adjust the boost anywhere from 0 to 30 for 
each button. 

Next, there is a “Life Saving Slow Motion” rotary dial. This allows you to slow 
down the whole Nintendo game. It’s not quite fair, we know, but it just may be the 
only way you can make it to the end of some of the most heart-pounding arcade 
games; very young players will also appreciate this dial, which may let them 
compete on games otherwise too difficult. 

The Gizmo also offers a stereo simulation circuit and a stereo headset to bring 
the music and sounds of Nintendo games right to your ears. 

The Gizmo can be switched between Player 1 and Player 2, with both plugs 
connected at the end of its 10-foot cord. 

And finally, there are duplicated “A” and “B” buttons on the left and right side 
of the Gizmo, allowing left-handed players to have their own set of buttons. 

The Gizmo joins the ranks of other unusual joysticks offered by Beeshu, 
including wireless joystick models and “The Zoomer,” a controller shaped like the 
yoke of an airplane with firing buttons in each handle. The Zoomer would be 
perfect for flying games as well as some auto racing adventures. 


Storage Modules (Suncom) 


Docking Bay 10 
Docking Bay 20 
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Transporter 4 
Transporter 12 


It doesn’t take too long before your collection of Nintendo games grows too large 
to sit comfortably on top of the television set; in fact, the heat and magnetic 
radiation from the TV make that a particularly bad place to store game paks, 
anyhow. 

Among the neater solutions are a series of storage modules offered by Suncom. 

The Docking Bay 10 and Docking Bay 20 are very attractive grey plastic cases 
with handsome roll tops that will hold 10 or 20 NES games in their sleeves; 
instruction manuals will also fit in the molded slots inside. 

The Transporter 12 is an open molded plastic storage device that can link up 
with other Transporters to make an interlocked shelf of game paks. 

Finally, Suncom offers the Transporter 4, a game pak carrying pouch that 
includes its own shoulder strap and belt loop. Now you can carry as many as four 
NES game paks to a friend’s house in safety and comfort. 


Nintendo Hands Free 


Nintendo has brought NES game play to the physically disabled with its NES 
Hands Free Controller, a special controller for players unable to use their hands 
for standard game play. 

The HFC is worn on the chest and is attached using an adjustable collar strap. 
There are two parts to the controller: a joystick on an adjustable arm that is moved 
by the player’s chin, and a “sip and puff” tube used to activate the “A”, “B”, Select 
and Start buttons. 

The player moves his or her head or jaw just a little bit to move the joystick 
controls up, down, left or right. 

The buttons are activated by sipping or puffing into the tube; a small sip or puff 
is the same as pressing the “A” or “B” button; a harder sip or puff is the same as 
pushing the Select or Start buttons. A lighted indicator on the controller shows 
which button is being used. 

Weighing about 2.5 pounds, the HFC can be adapted to many special needs. In 
includes a chin cup or foam covered ball and three different joystick shaft lengths. 
Itis designed to fit players from about six years old to adult, and can be used from 
a sitting or lying-down position. 

The Hands Free Controller will work with any Nintendo game pak, except for 
those requiring the Zapper Light Gun or Power Pad. It can also be used with another 
HFC for simultaneous two-player games. 

The product has received the endorsement of the National Spinal Cord Injury 
Association. The association said it applauded the fact that Nintendo has extended 
its game to people with disabilities, allowing them to share the same experiences 
as other players. 
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The controller does not include a control deck or any game paks. The HFC is 
not sold in stores, but is available directly from Nintendo. It can be purchased by 
itself, or in a package with an NES Control Deck. 


According to Nintendo of America, the system will be sold at its manu- 
facturing cost, $120 for the controller alone. Buyers can call Nintendo 
at 1-800-422-2602 or by writing to the company at P.O. Box 97032, 
Redmond, WA, 98073-9732. 


Announcing the Ultimate Insider Newsletter! 


Want more inside information like you've found in this book? 

Want honest and impartial reviews that are not sponsored by you-know-who? 

Want it delivered every month to your mailbox? 

You'll stay months ahead of the magazines. You'll learn about new game paks 
as soon as they are announced, before your local dealers have even heard of the 
games. You'll read the latest, greatest hints and strategies from the Nintendo 
game experts all around the country! Youl learn how to build the Ultimate 
System! 

Each 8 to 12 page newsletter, written by the authors of this book, will be 
packed with solid information like you’ve found in this book. Plus, we'll present 
interviews with game counselors about their favorite strategies. We'll talk to 
game designers about how—and why—they do what they do. 

You'll be eligible for exciting contests with prizes ranging from free game 
paks of the hottest new titles to Ultimate Systems including big screen TVs and 
stereo audio components. You can also expect special offers from manufacturers 
with discounts on their merchandise. 

And, you'll be the first to know about the exciting details of the next volume 
of Ultimate Unauthorized Nintendo Game Strategies and other publications 
from Bantam Books. 

Now here’s the best news: The regular price for all of this is only $19.95 a 
year! But even better: Fill out the coupon below and become a Charter Sub- 
scriber for just $17.95 for 12 issues. That’s less than $1.50 an issue. 

Fill out your name and address carefully and send $17.95 in check or money 
order for 12 issues of the Ultimate Insider Newsletter. Publication begins in 
January, 1990. Make checks payable to Ultimate Insider. 


Ultimate Insider Newsletter is published by Word Association, Inc., P.O. Box 
6093, Holliston, MA 01746. It is in no way endorsed by or related to Bantam 
Books or Nintendo of America, Inc. 


Ultimate Insider Newsletter 
P.O. Box 6093 
Holliston, MA 01746 


Enclosed is $17.95 in check or money order for 12 issues. 


Name: 
Address: 
City: State: Zip: 
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WHEN YOU BUY 
VIDEO GAMES 


SEE OTHER SIDE FOR MAIL-IN DETAILS 


OFFICIAL MAIL-IN CERTIFICATE/OFFER EXPIRES 12-31-90 
TO RECEIVE YOUR REFUND YOU MUST PURCHASE ANY 
CAPCOM GAMES 

@ CHECK ONE OF THE FOLLOWING: 


Please send my $10.00 refund, | have purchased six CAPCOM games, 
enclosed are my six CAPCOM UPC’s and cash register receipts. 


@ FILL IN YOUR NAME AND ADDRESS: 
Address 


Name 


City State Zip 


@ SEND ae a Lele UNIVERSAL PRODUCT CODES (UPC's) FOR 
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TO: CAPCOM REFUND, PO. BOX 5162, ESAs CA 92094 
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GO HEAD-TO-HEAD, 
WIRELESS! 


With The Nintendo Double Player 
Wireless Head-To-Head System From Acct. 


+ For 1 or 2 players + Twin Turbo Rapid-Fire 
+ Slow Motion Mode » Accurate Up To 30 Feet 


Please put me on the Acclaim 
mailing list for a Free Newsletter 
Ca $2.00 value}. 


ADDRESS 


PHONE AGE 


Mail this coupon to: 
Acclaim Newsletter P.O. Box 475 
Oyster Bay, N.Y. 11771-0475 

Acclaim™ Masters of the Game™ and Double Player™ 
are trademarks of Acclaim Entertainment, Inc. 
Nintendo® and Nintendo Entertainment System® 


mm are trademarks of Nintendo of America Inc. 
Masters of the Game” Sig29 Acclaim Entertainment, Inc 


FREE NINTENDO 
SPORT BOTTLE 


when you buy any one of these hot hits 
from Activision! 


Stealth ATF 
Item #AD-2174 
$44.95 


Ghostbusters 
Item #AD-2175 
$42.95 


160z Nintendo 
Sport Bottle 
Item #AD-85104 
FREE 


ORDER TODAY! 
Call 1-800-227-6900 


Visa, MC, Amex and C.0.D.'s accepted. 


TO ORDER BY MAIL, send your check or 
money order plus $3,50 for shipping and handling to: 


Video Game Headquarters 
Activision Offer 
P.O. Box 8123 
San Francisco, CA 94128 


Please indicate the item number and quantity. CA 
residents add 6% sales tax. TX residents add 7.5% 
sales tax. 


Don't forget to include the item # for your FREE 
Nintendo Sport Bottle! 
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5. $9.95 (IN CANADA $12.95) ll BANTAM COMPUTER BOOKS 


Made with love’ by: 


<EIROMAG- 


Our goallis' to preserve classic video game magazines so that 
they are not lost permanently: 


People interested in helping outinany capacity; 
please visit us at fetromags.com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


